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TIPPED! Assassin, Wing Commander, Legend 
of Kyrandia, Putty, Dizzy and more! 
PLUS! Win Indy Jones and No Second Prize 
stuff! The Magnificent Seven Return-! 



E SUPER STARS RETUR 




'Trademark of FrlanSporU. Inc. "Hulk Hogan , Kulkomanlo 
are "odsmarki ol Marvel fntertalnmanl Group Inc.. licensed 
TitanSporH. Inc. All oltiet distinctive chaiacler nnmoi. Hkonei 
logos lite liadematkt ol Tilansporli. Inc. 
t 1992 All right* nrorwd. 
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NOW FIGHT 
LIKE YOU 
MEAN IT 

Once again, the WWF* Superstars*unite 
for the Grand European Rampage* Tour. 

Join your favourites. 

Hulk Hogan,** Ultimate Warrior* 

and many more as they travel across 
Europe to square off in the ring against 
tag teams like the Natural Disasters* 

and the Nasty Boys* 
Watch them in the squared circle. 
Follow them to the Grand Finale 
Match at Madison Square Garden in 

New York City. 
Test your strength and skill. 
Work with your team-mate to 
achieve the ultimate goal - the 

European 
Rampage* 
Tag Team 
Title 
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12 NEWS 

The World's gone A1200 bonkers! 
DID announce that its forthcoming 
sequels to Epic and Retaliator will 
lead on Commodore's wonder 
machine, as will Team 17's sequel 
to Project-X. And just look at the 
new, improved Zool on it... 

19 LETTERS 

Yes! Every letter of the alphabet 
appears in this month's ramblings - 
some of them more than once! 

22 THE DIRTY (HALF) 



DOZEN 



Never ones to let an 
idea go before 
we've re-used it 
fifteen times, 
we reassemble 
the cream of 
*i- L British gam- 
~ ing for a bit 
of a natter. 




STREET 
FIGHTER 2...69 

You've waited and waited and 
waited but now, at last, 'It' is 
here. And - heavens! - it's actual- 
ly really good! Find out precisely 
how great it is on page 69! 




30 COMPO! 

Win Indy's hat and jacket! 

32 FANTASTIC 
VOYAGES 

Psygnosis unveil the first fruits of 
over two years of experimenting 
with CD-ROM software. 

36 WORK IN 
PROGRESS 

Psygnosis' innovative beat-'em-up 
SuperHero and Virgin's strategy- 
based Dune 2 get the in-depth pre- 
view treatment. 



PSYCHO SANTA 
ON THE DISKS! 

Yes, it's true - a complete game 
written specially for The One's 
readers by Bullfrog, creators of Pop- 
ulous and Powermonger! Can you, as 
Santa, save Christmas from the evil 
Frosties? PLUS! Huge Gunship 2000 
and Doctor Who playable demos, and 
see Archer Maclean's Pool in action! 






GAMES FEATURED IN THIS ISSUE 





THE RETURN OF THE MAGNIFICENT 
SEVEN. ..well, almost 22 

Take six of Britain's top programmers and arrange them around a 
table filled with food. Pour wine to taste. Now add two desert 
spoons of Haagen Daas icecream. Turn on the tape recorder and 
leave the mixture for two hours until it boils over... 



42 THAT WAS THE 
YEAR THAT WAS... 

In our awesome end-of-year fea- 
ture, nine of the software industry's 
mightiest figures reflect on the 
Amiga's performance in 1992 and 
their hopes for the machine in '93. 
PLUS! The One hands out its soft- 
ware oscars, and takes a sneaky 
peek at the very best of what's to 
come in 1993. 

89 CHEAPOS 

Six, yes SIX pages of cut-price 
action this issue as we round up 
the month s budget releases. 

115 PD ZONE 

'Could you spare some change, 
please?" Down-and-out David 
Upchurch once more ferrets 
through the bins of PD-land in 
scorch of some free games. 

118 THE DIARY OF A 
GAME 

Potentially the biggest shoot em- 
up of 1993, Andrew Braybrook's 
Uodium 2 is now in its sixth month 
of development. How's it coming 
along? Pop along to page 102, and 

Andrew will tell all! 



122 PREVIEWS 

Combat Air Patrol, B-17 Flying 
Fortress and Darkseed are just 
some of the games appearing in 

The One's crystal ball this month. 

126 RECOMMENDED 

Ifs not often we reckon a game is 
really worth your hard-earned cash. 
To find out what we rate as the 
finest releases of the last twelve 
months and why we rate them, 
you need look no further. 



PSYGGYS 

FANTASTIC 

VOYAGES....32 

Psygnosis reveals two of its 
forthcoming CD-ROM games, 
Microcosm and Dracula, its 
first-ever film licence. Prepare 
to be well and truly amazed... 




HEN BREED '92 

iRABIAN NIGHTS m^HMT?] 

17 FLYING FORTRESS 
BIGNOSE THE CAVEMAN 
COMBAT AIR PATROL 
COOL WORLD BTTHfll 

CYTRON SHmSQ9 
DARKSEED IJiWiUW 



TIPS 



DRACULA 
DUNE 2 

: ATAL STROKES 
FUTURE WARS 
GOBLIINS 2 
INDIANA JONES 





LEEDS UTD CHAMPIONS! 
LEGEND OF KYRANDIA 
MICROCOS 



PREVIEW 



CHEAPOS 



REVIEW 



REVIEW 



REVIEW 



EVIEW 



EVIEW 



TIPS 



TIPS 



R0B0SP0RT 
STREET FIGHTER 2 
SUPERHERO 
TEARAWAY THOMAS 
TV SPORTS BOXING 

■AXWORK^^^^mESI^ 

ens 
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TURBO 




F1 GRAND PRIX QUEST ft GLOHV 

14.99 13.99 



VROOM 

12.99 



WHEELS OF FIRE 

7.99 



PREMIERE 

11.99 



CRAZY CARS 3 TITUS THE FOX 



9.99 



9.49 




HEIMDALL 

11.99 



ELITE 

10.99 



LOTUS TURBO ? INTERCEPTOR 



11.99 



9.99 




THUNDERHAWK BATTLE OF BRITAIN FI9 STEALTH 

9.99 12.99 14.99 



JAGUAR XJ220 GRAHAM TAYLOR'S HKROPflOSE GOLF SPACE CRUSADE RAILROAD TYCOON CHAMP MGR 



10.49 



10.99 



13.99 



12.99 



13.99 



12.99 



.IIMMY WHITE 

14.99 



JINXTER 

3.99 




XENON 2 PINBALL DREAMS BATTLE ISLE (SHAR LEMMINGS BLUES BROTHERS 

6.99 12.99 13.99 10.49 12.49 8.99 



HARLEQUIN FIRST SAM A MEGALO UTOPIA 

12.99 13.99 11.99 



F15STR EAGLE 2 

14.99 



SCRABBLE 

17.99 



Games marked NOP will not work on ASOO Plus. A600 or A1200. Games marked H012 will not work on the A1200. 
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agony iui 
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MMKM 

AMOS (GAMES CREATOR) — . MM 
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• All MM 
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CASTLES (I ■dlfiHODl . ..-1AM 
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FOMJOIA < ORAM) RROL ~ MM 
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. - , :.. I 

FUN SCHOOL 4 
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NEW AMIGA 1200 



AMIGA 1200 



DISKS, BOXES ETC. 
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ALL HARDWARE PRICES INCLUDE 
VAT & CARRIAGE TO UK MAINLAND 

WIN £2000 WORTH OF PRIZES IN THE BIG 
COMPETITION! FULL DETAILS 
IN THE NRG CLUB 
MAGAZINE! 
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We only supply members but you can order as you join. 

ANNUAL MEMBERSHIP: UK £6.99 EEC C8.99 WORLD C10.99 
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Tic Special Reserve lull colour 46 page club magazine NRG Is jM^V HtflBfi 

sent to all members bi-monthly. NRG features full reviews ol new I 
games plus mini-reviews, new products. Special Reserve charts. ftH^L ' . \ , 

Release Schedule and hundreds of special offers. e?_^mV "J —PeW—* 

PLUS - EVERY ISSUE CONTAINS 

£30 worth of money-off coupons 

to save even more money off our amazing prices 
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IChequespayaDle.. SPECIAL RESERVE 

I P.O. BOX 847, HARLOW, CM21 9PH 

Overseas OrOTtSurcharge (EC or WOfM): Software orders 
pionsa add £2.00 per Hem. Non-software Hems please add 
2SV Hardware Items supplied to UK mainland only. 
Over*e»s orders musf De paid by credit card. 



^^NRG also conlalns competitions lo win FjCCTs worth of prizes. Currently on oiler Is a 
chance to entet THE BIG COMPETITION m which First Prtn consists of an AMIGA. 
W SUPER NE5 AND A MEGADflfVE yes nil thrw! Theft are 6 SUPER NES's and I 

MEGADRIVEs up for grabs lo Ihe lucky runners up 100' Closing date: Feb 2flth 1993. 
sell games and accessories, all al amazing prices, for Mogadrlve. Master System. 
ie Gear, Super NES, Gameboy. NES, Lynx. Amiga. Atari ST. IBM PC and CDTV. 

Service, Best Prices, Biggest Selection 
K .e have joined Special Reserve, so don't delay, join today! 

You can phone in your order or use this coupon >• 



LOADING YOUR 
DISKS 

(1) If you intend to play Psycho 
Santa, you'll need to remove any 
extra drives and/or peripherals. 

(2) Select the disk you want and 
stick it in your disk drive. (Sorry, 
can't think of anything amusing 
- you lot never read this bit any- 
way, do you?) 

(3) Turn on your Amiga. 

(4) A menu will appear from 
which selection is made by press- 
ing the appropriate function key 

• 

(5) Then, as Brian Cant used to 
say, P-L-A-Y, play, play away, play 
away, play away, play away (or 
something). 

SPECIAL NOTE TO 
A600HD OWNERS 

Due to Psycho Santa being so 
excellent and all that, you'll need 
to perform the following easy- 
peasy operation before the game 
will run on your machine. 
(1) Reset your computer whilst 
holding down both mouse but- 
tons. 

<2) When the Boot Menu 
appears, select Advanced options 
from the bottom of the screen 
and the display should change to 
a list of all the connected drives. 

(3) Change all the 'Enabled' icons 
to 'Disabled' (by clicking on them 
with the left mouse button) 
EXCEPT FOR THE ONE THAT SAYS 
•DFO'. 

(4) Select 'USE' and then click on 
DFO. 

(5) Insert your disk and the game 
should load. 



PSYCHO SANTA 



Bullfrog Productions 




Oh no! What's going on? Nasty Jack Frost and his 
evil cohorts have had enough of the festive sea- 
son and are now, as we speak, heading towards 
the cluster of cottages situated in the quiet village of 
The One. There are six streets in this sleepy suburb, all 
of which require a good dose of Christmas spirit from 
Mr F. Christmas before The One Team can pack up the 
issue and clear off on their Christmas holiday. 

Dave's already packed his trunks in readiness for his 
two-day break in the Bahamas, Gary's intent on spend- 
ing Christmas with his loving family (a bit of an old tra- 
ditionalist is our Gaz) and I'm hoping to be on the next 
National Express 515 to sunny Bournemouth for a good 
deal of drinking with my real friends. All we need now 
is someone willing to play the part of Santa... 

NORMAN BATES 

Press the FIRE button to cycle through the on-screen 
messages, grab your trusty red pyjamas and jump into 
your sleigh because there's evil in them there hills and 
no mistake. Santa's vehicle is controlled with the joy- 
stick and he can be made to throw lethal snowballs by 



J 

im- 



pressing FIRE. Be careful not to come into contact 
any nasties or the houses otherwise you'll lose some 
the Chrimbo energy that Santa is initially tooled up with 

The amount of energy that our rosy-faced saviour * 
currently left with is shown in the bar to the top right 
of the screen. The display to the left of the energy ba* 
reflects how fat our Santa is. Yes, knowing how Santa 
loves to stuff his fat face full of grub, the evil Frosts ha»* 
chucked a number of edible items about the place and 
if F. Christmas bumps into one then he ll not be able to 
resist the temptation. The more food he eats, the hard- 
er the sleigh is to control and if Sants becomes too fas 
he'll explode! If there is a short period of time during 
which Santa eats nothing then he'll, erm, how can I put 
it, 'fart' out some of the excess food and his fatness fac- 
tor will decrease slightly. 

To the left of the Fatness Factor you'll find the Powe*- 
Up meter. By killing the Snowmen that drift about, trw 
meter will increase and in the process speed up you' 
rate of fire and, if it's really high, enable Santa to fire a 
both horizontal directions at the same time. 



SIMON BATES 

To complete a level, Santa must fully restore a certa-- 
amount of houses to their former Christmas glory with- 
in the time limit which depletes with alarming raj 
across the top of the screen. To make a house all Chi 
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COMPLETE GAME? @( ~*(&%@f& ~i(r%«iil 

We've really surpassed ourselves this time. What with a complete Christmas game 
specially written just for you by those lovable Bullfrog geezers and THREE finest- 
quality demos, you've got to admit that we really are too good to you. So let's take 
a look at how you work 'em. The ever-dependable Simon Byron is your host... 



PSYCHO SANTA 
DOCTOR WHO 



GUNSHIP 2000 

ARCHER MACLEAN'S POOL 



mas-like you need to 
drop presents down 
the chimneys. Santa 
does this by swoop- 
ing down over a 
house and, when 
the time is right, 
turning the sleigh 
to face the oppo- 
site direction and 
pressing FIRE. A 
goody should then 
fly from the back 
of the sleigh and, 
hopefully, land 
safety in the fireplace of the house. 
If you have been successful then the little people that live in the gaff will 
shout out a cheery "Thank you!" and the house will transform slightly. Once 
the roof is full of snow and the Christmas lights are illuminated then that 
particular house will be as festive as it can possibly be. The number of hous- 
es that need to be fully transformed varies with every level. You need to 
save one house on Level One, two on Level Two and we have a special sad 
prize for the first person who writes to me with correct amount of houses 
that need to be restored on the final level, Level Six. 

It's not as easy as it sounds, though, because the nasty Frosties (who 
taste greeeeeeat') are constantly dropping evil Christmas tapper-type things 
onto the tiny houses. If one of these lands on a slightly Christmassy house 
then it's festiveness will be reduced and it will have to be restored by our 
hero. 

OUR TUNE 

Santa's present supply is not infinite, however, and his stock will need con- 
stant replenishment. You can obtain presents by shooting the nasties and 
collecting the gifts in your sleigh (you can tell where they are by checking 
out the radar which is in the bottom of the screen). There's a huge pre- 
sent bonanza if you can kill one of the evil Jack Frosts but collecting the 
majority of goodies revealed will require some nifty joystick manoeuvring. 
You can also grab some presents by entering the bonus game... 

HAAV 

Between levels, Santa will have the opportunity to leap aboard his trusty 
pogo stick and grab the presents that are attached to his special Christmas 
tree. You can make Santa bounce higher by pressing FIRE Just as the 'stick 
touches the ground and the longer you manage to time the bounce just 
right, the higher Santa will go. At the apex of his bounce, Santa will raise 
his hand and if a present is within reach it will be collected and stored, 
along with a nice points bonus. There's an extra special item at the top of 
the tree but I can't tell you what happens if you grab it because none of 
us have managed to do so yet. 

THAT'S IT! 

And that's it See if you can complete Level Six and save us from having to 
work all over the festive period. Alternatively you could write begging let- 
ters to evil Dave 'Scrooge McDuck' Upchurch. 




DOCTOR WHO 

Admiral Software 

Doctor Who-oo. Doctor Who. Doctor Who-oo - 
bosh, bosh - the Tardis. Yes the Timelords cer- , 
tainly knew who they were singing about I 
when they released that particular record and I cer- I 
tainly know who I'm talking about when I'm writing 
the instructions for our top demo, which goes a-Httle 
something like this (hit it!). 

In this little taster of the game they're already calling 'Doc- 
tor Who' you can have either one-player sad no-friends fun or fantastic 
popular two-player action. Once the main game has loaded, a self-run- 
ning demo and a slide show will begin but if you want some hands-on' 
action then press FIRE with the joystick in port 2 (i.e. not the mouse) 
for a game featuring just the Doctor or click FIRE with another joystick 
plugged into port 1 for some Doctor and Ace action. 

PLAYING THE DEMO 

Whatever you've decided, you'll find that the demo begins with the Doc- 
tor in an already-frantic situation. He's being fired on from both sides so 
the best thing to do is zap the evil creatures using the Doctor's sonic 
screwdriver. The old FIRE button will fire the lethal screwdriver and do 
away with the evil meanies. Moving the joystick LEFT or RIGHT will move 
the Doctor or Ace in that direction and UP will make the character jump. 

If the Doctor or Ace is below a ledge or, in some cases, an invisible 
platform (?), holding UP will make them grab onto it. They can then either 

slide left or right or jump onto 
the ledge by pressing UP. When 
a character is In front of a door, 
moving the joystick DOWN will 
make the Doctor or Ace move 
through the door and into 
another area. You have roughly 
two minutes to explore the 
playing area before the demo 
ends and the introduction 
begins again. 





IF YOUR DISK DOESN'T LOAD 
THEN READ THIS BITI 

Oh, faulty disk, eh? Please accept our humblest of 
apologies but due to the amount of disks we dupli- 
cate there's bound to be at least one duff one and 
you were unfortunate enough to pick it Never mind, 
though, because help is at hand. Whatever you do. 
DON'T SEND IT TO US - we're too busy writing the 
mag to replace them ourselves. Just pop it in an 
envelope with a SAE to the value of 28p and send it 
to- 

The One Coverdisk Returns, 
PC Wise, 

Dowlais Top Business Park. 

Dowlais, Merthyr Tydfil, 

Mid Glamorgan CF48 2YY. 
and within a few days a working copy will be wing- 
ing its way you r-house- wards. If you think you have 
a problem which you think can be solved over the 
dog and bone, you can call the chaps at PC Wise on 
their Helpline: (0685) 3S0505 between 10 30 am and 
1 2 30 pm on weekdays. 

THB SMALL PRINT 

1 Whihl «ve htue at 'he One irukv w> elloft lo check the ......... i. > 

•or atl knciwn vitutes. w* can accept no nnpantibility toi damage 
co mad by < ■ u ,<■■ which may have etupcd out anenlitm 
2. Fh* Or* and it» letaflec* are not Uable tin .my unncrllfivd .lunyvv 
to the content* at the toveiditk* which nuy occur. 



ARCHER 

MACLEAN'S 

POOL 

Virgin Games 




e've managed to squeeze this rolling demo 
onto the tail-end of our disk so that those 
of you who haven't experienced Archer's 



wonderful 3D routines can do so in the comfort of 
your own home. All you have to do is sit back and 
watch the demo cycle through all the variations on 
Pool that the game offers. Have fun! 
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CUNSHIP 2000 



MicroProse 




Not content with giving you a huge Work 
In Progress on Mi crop rose's Thunder- 
hawk-beater a couple of months ago. 
we've obtained a fully playable mission for all 
you prospective pilots out there. After a 
slideshow of some of the game screens, you'll 
find your helicopter sitting on the ground, 
ready to kick some 'ass'. Take to the skies and 
shoot down all enemy craft pretty sharpish... 

CONTROLLING YOUR 
CHOPPER 

The helicopter can be manoeuvred using the 
following keys or joystick movements 
Joystick UP Forward 
Joystick DOWN Back 
Joystick LEFT Left 
Right 

Engage/Disengage Rotor 
Auto Pilot On/Off 
= Power UP 

Power DOWN 
SHIFT & = Fast Power UP 
SHIFT & - Fast Power DOWN 

0 Automatic Hover 

C Low Limit - 

V Low Limit + 

LOOKING AT YOUR CHOPPER 

There are millions of external views, all of 
which can be quickly selected. 



F1 


Cockpit View 


F2 


Mast View 


F3 


Left View 


F4 


Right View 


F5 


Chase View 


SHIFT & FS 


Flight Chase View 


F6 


Tactical View 


F7 


Remote View 


F8 


Reverse Tactical View 


F9 


Missile View 


F10 


Map View 


SPACE BAR 


Change Map Scale 



Joystick RIGHT 

9 

5 





BLASTING THE BAD GUYS 

To give the enemy a right good kicking you'll 
need to do a spot of firing, as outline below. 

BACKSPACE Acquire Next Target 

N Radar Jammer 

M Drop Chaff 

IR Jammer On/off 

/ Drop Flare 

SPACE BAR Select Weapon 

RETURN or FIRE Fire Weapon 

The full game gives you the opportunity to 
play a full campaign and build up a team of 
four wingmen. You'll also have the choice of 
eight different helicopters (including the 
super-hard Apache) with customised cockpits. 
Look out for full review next issue (hopefully). 





EI RUDY 4 1 INVASION 



Play the game for... 



o 



comic relief have at last 
grasped the fact that all 
the people worth 

communicating with these 
days buy computer games - 
and it's a revelation which 
they hope is going to make 
them a blooming fortune to 
plough into brilliant 
projects in Africa and the 

UK. 



COMIC 



HERE ARE SOME IDEAS ON 
HOW YOU CAN GET ONTO THE 




OCEAN SOFTWARE LIMIED • 2 CASTLE STREET • CASTLEFIELD • MANCHESTER • M3 4LZ 
TELEPHONE; 061 832 6633 • FAX: 061 834 0650 




NEWSOAAE 
TWOSOME 
FROM THE 
DIDYMEN! 



EXCLUSIVE! 



Digital Image Design 
have two major titles 
lined up for next Sum- 
mer - and both are 
being led on the A1 200. 
The team behind such 3D 
favourites as F-29 Retaliator. Robo- 
cop 3 and Epic are currently work- 
ing on a pseudo*sequel to Epic, 
called Odyssey, and a new flight sim- 
ulation by the name of TFX Inferno. 
The first to appear will be Odyssey, 
which Digital Image's Martin Ken- 
wright describes as a cross between 




1 



Wing Commander and Elite. "We're 
undecided about whether or not it 
should be the official sequel," he 
says. "It's set 90 years on from the 
original Epic." 

In Odyssey, the player once again 
takes on an alien invasion force bent 
on conquering the solar system. But. 
having listened to criticism of the 
original Epic, DID is radically chang- 
ing the structure of the new game. 
Rather than being put through a set 
of routine missions, in Odyssey the 
player creates his own challenges, 
flying across the galaxy to take on 
the enemy as he sees fit. "The great 
thing about this game is that there's 
lots of strategy." says Martin. 

The other game is another sequel 
of sorts, this time talcing over where 



(Left and below) Space-based action 
scenes from DID's forthcoming 
Oddysey, as It will look on the 
A 1200. Like Epic, the game also has 
planetslde combat, although the 
main thrust of the action takes place 
in deep space. 





(Above) TFX Inferno looks like it could set a new technical standard for 
flight simulators, with some of the most impressive 3D the Amiga has seen. 



DID's debut Retaliator left off. TFX 
(Tactical Fighter Experiment) Inferno 
is set in the near future, with the 
player flying missions in an F-22 or 
F-117a for an elite United Nations 
task force. "We've listened to what 
people had to say about Retaliator," 
says Martin, who has brought in an 
aeronautical engineer from Prince- 
ton University to help with the 
game's flight dynamics. "The game's 
going to be endorsed by the military 
because some of what we're doing 
will be used by the Ministry of 
Defence," he explains. 

In effect, Inferno will be two 
games in one, comprising a com- 
plete flight-training school and then 
a real-world scenario with hundreds 
of interdependent missions. "I think 
TFX might be a bit disturbing, 
because we're using some very 
harsh graphics to depict real world 



events." says Martin. "We'll have the 
player selecting missions by inter- 
acting with news headlines, and 
we've accurately mapped l/40th of 
the world's surface in 3D." The mis- 
sions themselves will also be a bit 
different, with a typical scenario see- 
ing the player lending support to a 
helicopter rescue team as they 
extract hostages from a terrorist 
base. "We're really relishing its 
impact - this is our best level of 
graphics yet," Martin says. 

With seven people on each pro- 
ject, Odyssey and Inferno are due to 
hit the A1 200 early this Summer, but 
DID isn't sure that cut down 
A500/600 versions will follow. "We'd 
like to plan them in, but we're just 
not sure if we could do them, or if 
there'd be a market for them," they 
say. Sounds to us like the best rea- 
son yet to splash out on an A1200... 



E W S 



IT'S A 
MIRACLE! 



Fledgling development 
team Miracle Games is 
looking to muscle in on the 
big-time with a new plat- 
form game that aims to 
knock seven bells out of long-estab- 
lished console heroes like Mario and 
Sonic. 

"Miracle Bat is cooler than Zool, 
harder than James Pond, taster than 
Sonic and the game is more complex 
than any of Mario's adventures," 
claim the enthusiastic company, who 
were responsible for the recent puz- 
zler Zyconix and are also finishing off 
the long-awaited Apocalypse (see 
the 1993 Preview on page 48). Mir- 
acle Bat sees the cape-clad rodent 
battling through 100 levels set in 
twelve countries around the world, 
putting up posters to advertise the 
arrival of Miracle Games. 

"Originally we had levels like Can- 
dyland and Duploland, but every- 
body's doing that now. so we went 



back to the drawing board and redid 
all the graphics from scratch." 
explains Miracle's Delvin Sorrell, 
who's been working on the game for 
over two years. The product was 
shelved for a short time while Mira- 
cle looked for a new graphic artist 
but now that everything is back on 
track, the company's talking to vari- 
ous publishers, with Renegade 
reportedly being an interested party. 

Miracle is going to great lengths 
to promote the game, claiming it 
has, amongst other things, "the 
biggest end-of-level baddies ever 
seen on any machine," and an 
update rate of 800 pixels per second, 
which, the team points out, "is the 
equivalent of 48,000 miles a minute 
or 2,880,000 miles an hour!" Sonic 
had better watch out. More on this 
one next month, but until then, feast 
your eyes on these delish 64-colour 
copper-shaded screenshots. Mmm- 
mmm... 




(Up, down, and all 
around) Scenes from 
around the world in the 
globe-trotting Miracle 
Bat - the countries fea- 
tured here are Italy and 
Japan, although the 
names are likely to be 
changed prior to release 
so as not to offend any- 
body. All graphics are in 
64 colours, with copper- 
banding techniques 
used to illuminate the 
backgrounds. 




HIT ME WITH 
YOUR ARCOSTICK 



Cheetah has just released a 
new Amiga joystick this 
month, which the compa- 
ny enthusiastically claims 
"looks as though it's been 
created as a prop for the latest sci-fi 
movie blockbuster." The Argostick, 
which is the latest addition to Chee- 
tah's unwieldly but very popular 
FuturiStick, does indeed look very 
Giger-inspired, with plenty of bony 



structures and ornate architecture 
around the base. Unfortunately we 
can't tell you how it plays as Cheetah 
only sent us a photograph, rather 
than the real thing to try out. In the 
meantime, look at the picture and 
pay attention while we tell you that 
the Argostick is available in two ver- 
sions - the "high tactile" model costs 
12.99, while the fully microswitched 
model will set you back £14.99. 




STRIP 
TEASERS 



...As revealed by Mev Dine in this 
month's return of The Magnificent 
Seven. Vivid Image has signed its 
First Samurai sequel to Psygnosis. 
The Second Samurai should be 
appearing tn the first quarter of 
the new year... 

...Following on from the forth- 
coming Darkseed (see Previews), 
pioneering American softco 
Cyberdreams have two more 
Amiga products in the pipeline 
for 1993 and beyond, both with 
a sci-fi bent. Cyber Race is a 
futuristic driving game where 
rocket car things race on a track 
around the inside of a giant 
sphere. The game is the brain- 
child of Syd Mead, who film 
buffs may know as the designer 
of movies like Blade Runner, 
Aliens and Star Trek. Cyber Race 
is due out in the Autumn, and 
following on from that in Spring 
1994 comes No Mouth, a new 
adventure written by the 
acclaimed SF author Harlan Elli- 



...X2 is the working title of the 
sequel to Project-X. which we now 
hear is to be written initially for 
the A1200, with cut-down 
500/600 versions possible arriving 
later - it's good to see more com- 
panies supporting the new 
machine. Team 1 7 promises that 
it will make maximum use of the 
machine's capabilities. "It will be 
simply unbelievable," they 
enthuse. "Expect vertical/horizon- 
tal scrolling action, masses of 
effects, breathtaking graphics and 
stunning sound. Believe it " We 
do, we do... 

...Hardly surprising we know, 
but Gremlin has announced that 
it's producing a sequel to its 
blockbusting Zool, due out 
sometime next year. Also, Sys- 
tem 3 is working on a follow-up 
to Putty, which should be ready 
for Spring... 

..You've read their words of wis- 
dom, and now you can see your 
idols on telly! The One's Gary 
Whttta and David Upchurch will 
both be cropping up on C4's 
Games master as guest reviewers 
^ early in the New Year, so keep 
I your eyes peeled... 




ZOOL'S BACK - 
ON THE A1 200! 

Well, proud owners 
of the new Amiga 
1200 haven't had 
to wait long for 
the first dedicat- 
ed title for their machine. The 
new, super-enhanced A1200 
version of Gremlin's Zool should 
be in the shops by the time you 
read this, priced £25.99 (the 
same price as most A500/600 
software, which is a good sign). So, what 
exactly does the new game do to take 
advantage of the new machine's top fea- 
tures? 

Well, for a start, all the graphics are now 
in 256 colours. Forget about those drab and 
boring single-colour backdrops - now you 
get multi-colour, fully-detailed parallax 
backdrops! The game not quite fast enough 
for you on that grungy old A500? The A1 200 
version runs EVEN faster and smoother! And 
to top it all, you get an extra 100K of sound 
thrown in for good measure. The actual 
game remains exactly the same, but just 
think of the expression of your Zool-owning 
mates when they pop round to see the 
game running on your machine! 

NETBUSTERS! 

They're back and they're ball-tastic! We must apologise for the lack of a Sensible Software Netbuster 
last month, as one thing led to another, and... well, nobody could quite pluck up the courage to delve 
once more into the ever-growing Netbuster mail mountain, which is in more danger of avalanching by 
the minute. However, trained stuntmen were sent in at the last minute to extract some entries, so Net- 
busters Is firing on all cylinders again this month. In fact, to make up for last issue's deficiency, we're 
bringing you a double crop of soccer action, and the winners of places three and four in our Sensible Soccer UK 
final. 

Remember, we're giving away six final places (well, there are only two left now, because the first four have 
already been won) in our The One/Renegade Sensible Soccer tournament, the winner of which will go on to a spe- 
cial Euro-final held between the winners of all the magazines who are running the same competition. The winner 
of THAT titanic battle will claim the star prize, which is the chance to jet off to Europe and get top seats for ANY 
football match ANYWHERE on the continent next season. 

This month, confirmed finalists Julian Smith and Bernie Holmes are joined by Muke Ndoko of Wood Green in 
London and Gerard Simpson from Widnes in Cheshire. Muke earned his place with some stunning goals against 
Rapid Vienna, including a great diving header, while Gerard's goals in an amazing 13-4 defeat of Brondby by AC 
Miland were simply some of the best football we've ever seen played on an Amiga, incorporating pinpoint pass- 
ing play that ran rings round the opposition and some spec- 
tacular diagonal diving headers that we had to replay in slow 
motion to make sure we weren't dreaming. 

Both Muke and Gerard will be picking up an authentic Ark- 
wrights football shirt for their Stirling efforts, and go forward 
into the Sensisoccer UK final, to be held in a few months' time. 
In the meantime, if you reckon you're good enough to claim 
one of those remaining two final places as your own, all you 
have to do is prove your worth by sending your best Sensible 
Soccer goals to us on a normal Highlights disk. The address 
is: NETBUSTERS, The One, Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU, and remember to write your name and 
address on the disk label. 





AAonth Ending 28th November 1992 



FULL-PRICE TOP 20 

I SENSIBLE SOCCER 1992/92 SEASON 
(Renegade) 

2ZOOL (Gremlin) 

3 ARCHER MACLEAN'S POOL (Virgin) 

4 ROAD RASH (Electronic Arts) 

5 PUTTY (System 3) 

6PINBALL FANTASIES (21st Century) 

7 NIGEL MANSELL'S WORLD 
CHAMPIONSHIP (Gremlin) 

8 THE DREAM TEAM (Ocean) 

9 CAMPAIGN (Empire) 

10 ASSASSIN (Team 17) 

II MONKEY ISLAND 2 (US Gold) 

12 SUPERFIGHTER (Ocean) 

13 THE HUMANS (Mirage) 

14 CURSE OF ENCHANTIA (Core Design) 

15 LOTUS III (Gremlin) 

16 JIMMY WHITE'S WHIRLWIND SNOOKER 

(Virgin) 

17 FORMULA ONE GRAND PRIX 
(Microprose) 

18 FIRE & ICE (Renegade) 

19 SABRE TEAM (Krisalis) 

20 FIREFORCE (ICE) 



BUDGET TOP 10 

1 ALIEN BREED SPECIAL EDITION 92 
(Team 17) 

2 PRICE OF PERSIA (The Hit Squad) 

3 SANTA'S XMAS CAPER (Zeppelin) 

4 JAMES POND (GBH) 

5 TRIVIAL PURSUIT (The Hit Squad) 

6 STREETFIGHTER (Kixx) 

7 DIZZY PRINCE OF THE YOLK FOLK 
(Codemasters) 

8 SUPERCARS 2 (GBH) 

9 FUTURE WARS (Kixx XL) 

10 SPELLBOUND DIZZY (Codemasters) 



The One's monthly Amiga charts are compiled 
by Microbyte. 
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NEWS 



A1200 CLEARS MOST 
HURDLES IN THE ONE'S 
COAAPATABILITY TEST! 



Sceptical so-and-so's that we are. and having heard many 
conflicting stories about the compatability of Commodore's 
new wondermachine the Amiga 1200 with existing 500/600 
software, we just had to give it a try for ourselves. So, we 
swiped a machine from a neighbouring office while their 
back was turned and set about putting it to the test. If you're wor- 
ried about buying an A1200 for fear of some of your existing soft- 
ware collection not working on the new machine, have a gander at 
our compatability table. We tested 15 games selected at random from 
the office software vaults. The results are plain to see... 



GAME 

LOTUS III 
AAONKEY ISLAND 2 



F-15 II 
F1CP 



LEGEND OF KYRANDIA 
EPIC 

STRIKER 
TERMINATOR 2 

THE ADDAMS FAMILY 

ASSASSIN 

ROBOCOD 

MAGIC POCKETS 




DOES IT WORK? 

wo 

YES 




ALIEN BREED 92 
SUPER MONACO GP 
LEMMINGS 



YES 
YES 



NO 
YES 

YES 
YES 

YES 
YES 
HMM.. 

YES 

YES 

NO 

YES 




LABORATORY TEST 
RESULT FINDINGS 
ANALYSIS 

With Doctor Heinz Spaghetti. 

Well, of the 1 5 games we tested, only three failed 
to work, and we had slight problems with two 
others. Even based on such a small sample, 
that's an 80% compatability strike rate for the 
new machine, which isn't bad (it's a lot better 
than the 50-60% that some uninformed sources claimed), 
although it's still far from perfect. 

If you've got a huge software collection and want to upgrade, 
it looks like you'll just have to bite the bullet and hope that 
the new machine does't object to any of your old favourites. Of 
course, it shouldn't be a problem for the future as companies 
will test new products on the 1 200 prior to release. And if you 
want to play a super-fast, super-colourful version of Zool, not 
to mention those new DID games, you know where to come. 



COMMENTS 

It just didn't load. 
Not only does it work, but it's also a 
damn sight faster, with quicker move 
ment and almost instant disk 
decrunching. 

Works fine, and moves a little faster. 

Much faster and smoother than on a 
normal Amiga. Jawdroppingly 
impressive. 
Failed to load. 

Epic detects the machine's 68020 and 
runs noticably faster as a result 
Exactly the same as on the AS00. 

Works okay, but suffers from oddly 
bugged title music. 
Identical to the A500. 
No problems here. 
Well, it works, but many of the 
graphics are very badly corrupted at 
times. 

Would you believe it? Magic Pockets 
is much faster on the A 1200, and so a 
much more playable game! 

Absolutely fine. 
Blank screen city. 
Yippee! 



FLASHBACK 

US Gold and Oelphine Software would like to make it clear that 
the rolling demo of Flashback which appeared on the cover of 
our September 1992 issue was based on the game's introduc- 
tion sequence only, and not representative of the actual game 
which, as anyone who read our Work in Progress will know, is 
going to be a stonking platform adventure type thing. So, just to make sure 
everybody's totally clear on the subject, we'll be running a proper, and 
totally PLAYABLE, demo of the game itself within the next few months. 
Hope that sets the record straight. 
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THE ULTIMATE IN ROLE PLAYING 



E 1992 INTERNATIONAL COMPUTER ENTERTAINMENT LTD 



INTERNATIONAL COMPUTER ENTERTAINMENT 

LTD 

BRIDGE HOUSE MERRYWALKS STROUD GLOS GL5 1QA 

fSftQqs TEL : 0453 756993 



SCREENSHOTS FROM AMIGA VERSION 



ENTERTAINMENT 



FAX : 0453 75699S 







O 0839 40 40 71 O 



O 0839 40 40 73 O 



O 0839 40 40 72 O 



WIN A SUPER NINTENDO plus STREETFIGHTER 
plus SUPERSCOPE 




O 0839 40 40 75 o O 0839 40 40 76 o 




O 0839 40 40 78 o 



WIN £100 WORTH OF AMIGA GAMES 



Calls coat 36p (cheap) 48p permln (all other times) per mln. Max call time 7.5 minutes. All competitions end 31 .3.1 993. Multi| 
questions with decider. Please be sure that you have permission to make this call 




Letters 

Welcome to another words-packed 
edition of Letters. If you wish to 
wash your laundry in public or 
something then write to: Letters, 
THE ONE, Priory Court, 30-32 
Farringdon Lane, London EC1R 3 All. 
Alternatively FAX us on 071 972 
6710. Software prizes for the best- 
dressed ones we receive! Oh, can 
Stuart O'Neill ring Simon up 
sometime in the near future, please. 



YOU WHAT? 

To all the male chauvinist pigs at The 
One. 

I am writing to all the males who 
think that girls know nothing about 
computers and that they constantly 
think about boys (not you) or con- 
stantly put on make-up. You are 
wrong! 

We do enjoy playing on the com- 
puter because it is great fun and 
relieves us from the pressure of 
school work. Most of us find that 
after a good waggle on the joystick 
we are refreshed because we play 
for a sensible period of time. The 
majority of boys, however, shirk 
schoolwork. play for over two hours 
and end up looking like zombies. 
They become stressed because they 
can't get past a certain stage on a 
game so they start swearing and 
and take out their anger on the joy- 
stick. Just before you start asking 
where I manage to get the informa- 
tion from. I must tell you that my 
friends have annoying brothers who 
avoid their homework! 

Remember the girl that beat here 
brother on Gamesmaster? I can see 
all of you shaking your heads 
because you can't admit that girls 
are becoming better computer 
gamesplayers. I hope that this mes- 
sage will get into your thick 'eds 
(sorry. I forgot that there is one Ed) 
because I think some males under- 
estimate our computer skills and 
need to be beaten up. 
Yours coolly, 

Vicki Kong, 
Hornchurch. 

P.S. My friend got an 'A' for her 
Computer Science GCSE and she's 



hoping to get another 'A' for her 
Computer Science at A level. Not 
bad, eh? 

Look, when have we ever been 
chauvinistic? Never, that's when. 
Both sexes, in our eyes, are equally 
as talented at games and we never 
knowingly say otherwise. Say "Well 
done" to your mate, though. 



COMPO BLUES 

Dear The One, 

As a regular reader of The One. I feel 
that it is unfair that you have com- 
petitions like the Lionheart compo 
in the November issue. I could not 
enter because the demo doesn't 
work on my CD TV which is fitted 
with a Rotec disc drive. 

Merry Christmas and a happy 
new year to all of you at The One. 
Keep up the good work in 1993. 

Alma-Dee Vtfilson- 
SlatervCoventry. 

We have had a number of com- 
plaints about the Lionheart compo. 
A couple of people complained that, 
as if is a 1Mb only demo. 5 12K own- 
ers were excluded. A valid point, I 
agree, but with the vast majority of 
Amiga owners currently owning 
1Mb it seems unfair to restrict them 
to 51 2K just because IVoofthe own- 
ership hasn't upgraded yet. As for 
the CDTV issue, again we apologise 
but we were unaware of the prob- 
lem until you wrote. We're sorry and 
will endeavour to ensure that all 
future programs work on all 
machines. 



PIRACY AGAIN 

Dear The One. 

I was reading Stuart O'Neill's letter 
in the December issue about the 
piracy problem and it's an issue 
which seems to run on and on. I 
must admit that piracy on the 
Amiga and also on the PC is serious 
(really? - Ed.) and that I'm involved 
in it too. As a matter of fact I'm 
about fourth in line from the crack- 
ers themselves which means that I 
receive all the latest software as it is 
released. 

My reason for sending this letter 
is because I do not agree with one 
of the points stated in Staurt's let- 
ter, namely that all the program- 
mers will turn to the consoles if pira- 
cy continues. Obviously you have 
not heard about piracy on consoles 
which is increasing as I write. I think 
you should pass my message onto 
the console companies and Stuart 
because there is a 100% way of 
copying games for all consoles and 
it is spreading rapidly. 

I was speaking to one of my 
friends who had Sonic 2 two weeks 
before it was released, this is how 
serious it is. 



Joe Bloggs r 
The Moon. 

Piracy Is In no way as bad on the 
consoles as it is on the Amiga and 
that's a fact. The equipment 
required to copy such cartridges 
costs such a large amount of money 
that it is not viable for owners to 
have it. Just because 'they' do it is 
no valid argument for you to con- 
tinue and you should seriously think 
about your copying policy. If people 
like you are so proud of it and boast 
about 'how you are fourth in line for 
new games' then why don't you 
stop being so childish and own up 
as to who you am. 



FROGGY FEELING 

Dear The One, 

I read your article in the December 
issue about Team 1 7's Superfrog but 
you didn't state when the game is 
due out in the shops. Pleas could 
you tell me? 

Stuart Marquis, 
Upminster. 

Yes. March. 




JAMES POND 

NEEDS YOU! 



Jomes Pond Ihe famous underwater 
ogenl and lop FI5H operative needs 
you la .wok with him in the fight 
again*! the dastardly Dr Maybe 
and his evil organisation JAWSt 
Jain FI5H now and become a Super 
Sleuth! Your brilliant Agent'* Pack 
contains; Briefing Dossier. Agent 
Codobook. Identity Card, Training 
Handbook. Recognition Manual, 
Sticker Sheets. 3 Minion Briefings, 
Special Equipment Guide, a Board 
Game and much more! 
•Y ou will be sent 9 further FI5H 
missions hough *e post 

• Each set of missions hasa competition 
for oil Agents with .special prizes. 

• High quality FI5H merchandise is 
available only to R5H Agents 

• Become a SPECIAL AGENT and 
get o superb enamel badge FREEI 
•All correspondence a *em out in a 
special TOP SECRET buff envefcpe. 

DON'T FORGET TO TILL MUM OR DAD 
YOU ARE SENDING MONEY TO JOIN FISH. 

Send oppfcotion to RSH HO, UNIT 
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SEND FOR YOUR TOP SECRET 
MISSION PACK TODAY! 



_ — _ — * ■•■■■■■■■■■»-& — — — -i 

Send C8 95 to F15M MO o"d w* will r*lum your 
I Agents Pock -nthout delay (Please alow Udoys) ' 
| Vou can pay by Poilol Order, cheaue. or Credit | 
I Cord Pl eose d ebt CS.95 to my | 
.Access I I Visa C~1 Card No: . 



Name on card 
Eip Dote 



| DON'T FORGCTI Send your Apeni name, address 
|ond oga ond any other lop secret Information 
, togehV *•* this coupon and your payment » 
the address b*W 



L I 

3, EDISON RD, ST IVES, CAMBS PE 1 7 41F T(J 



LETTERS 




YOU'RE GREAT 
YOU ARE 



Dear The One, 

I am writing to congratulate you on 
this month's (December's] excellent 
coverdisks. Although the disks on 
the previous month's mag were 
good, they did not really keep me 
going for the whole of the month 
(an age in a gameless and skint 
world). This month - without wish- 
ing to offend you - you've surprised 
me. 

No Second Prize is top class - I 
would have happily expected just an 
empty track, like the Red Zone 
demo). McDonalds Land is very 
good despite the fact that it has 
been confined to the back of the 
disk box due to quick completion. 
Erm, bit disappointed with Street 
Fighter 2, not quite the SNES beater 
I'd hoped for - Oh well! Creatures 
looked very interesting and I can't 
wait for a level demo (hint, hintl) 
and now (drum roll, please) Sen- 
sisoccer V1.1. 'Nuff said - this will 
keep me going until next Christmas 
and no mistake, when maybe anoth- 
er data disk will be released with 
improved doo dahs and wotsits. 

Also, thank you Commodore for 
some smart ads (the one with the 
gunslinger and the aliens is bloody 
excellent) and I'd just like to make a 
small suggestion for future adverts. 
Do not make them hip or cheesy!!! 
This means do not have lots of lit- 
tle ten year olds skipping around the 
Amiga with a sad bloke in the back- 
ground telling everybody how good 
the Amiga is in an even sadder 
voice. 

Finally, coutd I please say that I 
hate Tim Harris for having a SNES 
with a decent version of SF2, Tom 
Reynolds for having a Neo-Geo (ha, 
ha!) and Tim Cant because, erm, do 
I need a reason? 

Saffron Walden 

(Are you sure - Ed?) r Essex. 

Vep, have to agree with you 700% 
there - last month's disks certainly 
were the business. Hopefully we can 
continue with the exceptionally 
high standard and offer you much 
more pleaiure than a single disk 
could supply. Oh, and can I please 
say that I do not want the Letters 
pages turning into a dedication 
page - write to Tony Blackburn or 
somebody if you want to mention 
your mates. 

TOO MUCH 
TOO SOON 

Dear The One, 
Firstly I would like to thank you 
for a very informative magazine 



STAR LETTER 



DONT BUY THAT, BUY THIS 

Dear The One, 

I suppose thai there are at least a few readers ot your great magazine who are think- 
ing about buying a console of some sort, either a Megadrlve or a SNES. Having 
owned both machines I have one piece of advice - don't. Here are my reasons. 

Firstly. Iheprke. "But a SNES only costs £150. The Amiga weighs in at £300.*' you 
might say. (Who, me? - Ed.). Veah, true, but a console game can set you back over 
£50 a go. Take, for example. Street Fighter 2 on the SNES - fab game, yes. but £65? 

What an unfunny joke - take a look at what you could buy for the same money 
if you own an Amiga: Zool (£18 from mail order). Populous 2 (£20 from mail order 
again), lotus 3 (£18 from mail...). IK+ (£8) and 10 Chomp chocolate bars (not for 
the Amiga, obviously). With cheap Amiga budget classics (need I mention SWIV?) 
and even cheaper PD games, the Amiga will save you more cash in the long term. 

Secondly, the games. 'What about Sonic and Mario World?" What about Zool, 
Robocod, Rainbow Islands, Toki and several others. Despite what kiddie console 
mags may say, there are millions more Amiga games than on the consoles. For every 
Road Rash. Super Hang On, F-Zero and Top Racer, there's Amiga's Road Rash. Super 
Hang On. Jaguar. Lotus 3, Crazy Cars 3 and F1GP, Console games are usually limit- 
ed to shallow beat-'em-ups and shoot-'em-ups. Not only does the Amiga have these, 
but simulations, RPGs. and adventure games tool 

Thirdly, the size of console games. ~Eh, Sonic 2 is 8 MEG!" Megabit that is. not 
megabyte. Sonic 2 is only one megabyte in size - Zool is two (i.e. twice the size). Sega 
and Nintendo use the word megabit because 4 meg(abit) makes a game sound larg- 
er than 1/2 meg(abyte) • I refer to this as the 'cash grab' technique. 

Finally, games like SWIV on the Amiga usually use up the whole screen ■ console 
games have two big black borders (when used on PAL TVs). Add to that the fact thai 
the best console games can take up to (and over) a year to be released in the UK 
from Japan and the US and the fact that the new A1200 has millions more colours 
and a faster processor than any console, you can see that purchasing a console 
isn't such a bright idea. Instead, sell your A5007600 and. with the money you receive 
and the money that was originally going to go on a console, buy an A1200 instead 
Phew, let's hope that this letter has ended the Amiga vs console debate. 

Nathan White.Walsall. 

Hooray for you. Nathan, well said indeed' The A1 200 really is better than any con- 
sole you can name and with its added speed (he Amiga looks set to race off past 
the sad slabby things at a rate of knots. I can just see Sega and Nintendo, having 
just had the arguments presented In black and white, packing their bags and giv- 
ing up the war. 



and I look forward to reading it 
every month. 

Now. I appear to be the only per- 
son out there who has noticed that 
Commodore has brought out three 
new computers within a span of six 
months and. unlike your editorial 
team, I do not find this good news! 

Just before Christmas last year, I 
had saved up enough dosh to buy 
the latest Amiga 500 with Work- 
bench 1.3. Everything was sunny 
until - bosh - Amiga 500+ with 
WB2.Q. 1 cried myself to sleep all that 
week... If only I had waited another 
month I would have had an 
enhanced chip set. a fatter Agnus 
and a dinky little '+'11! 

Recently, after a series of 
mishaps, my trusty Amiga passed on 
to a better place and I decided not 
to buy a 500+ but to go for the new 
look Amiga 600. Even Commodore 
would not bring out another 
machine with better graphics, bet- 
ter sound, at a similar price for ages, 
would they? Again I cry myself to 
sleep, counting little Amiga 1200's 
jumping over a fence. 



Now I do understand that 
progress is inevitable, but with tech- 
nology where it is it is very unnec- 
essary for Commodore to upset all 
its customers. Every new machine 
seems slightly different to the last, 
and causes compatibility problems, 
which in turn leads to cries of 
anguish from current owners. 

I have to draw the conclusion 
that the way forward in home com- 
puting is to buy an expandable, 
compatible PC system so that if 
today's technology only lasts for six 
months I may be able to keep up! 

Chris Mead, Colchester. 

I'm sorry to hear that, Chris, but, to 
use a cliche, you seem to have been 
in the wrong place at the wrong 
time. It's inevitable that some peo- 
ple aren't going to be happy when 
a brand new computer is released, 
especially an Amiga, but Com- 
modore have to keep on technolog- 
ically advancing. Hopefully things 
will have settled down now and 
there will be no new surprises in the 
near future. 



ADDICTED? - NAH! 

Dear The One, 

Before we start I'd just like to say 
that I'm not your average reader, in 
fact I'm far from it. Let me explain. I 
am a forty-one year old housewife 
with two teenage children, both of 
whom are avid computer fans. I 
have read much in the papers 
recently regarding the subject of 
'computer addiction' and I feel I 
have to put pen to paper (or heated 
metal pins through a ribbon of ink 
to paper, in my case). (It's a printed 
letter, you see - Ed.) 

My husband also uses one of our 
Amigas frequently (although half 
the time he's using business appli- 
cations) so you could say that we're 
a so-called computer family'. We 
often sit down together for a go on 
the latest platform game and I think 
that this promotes conversation and 
a feeling of family togetherness, 
much like a traditional sit-down 
Sunday dinner. They say that, these 
days, children do nothing else apart 
from play computer games and that 
this alienates the adults from the 
kids but if you take time out to play 
the games as a family then there is 
no need for children to become dis- 
tanced from their parents. 

I must admit, however, that 
whenever the children don't want to 
play, my husband and I force them 
to by threatening the withdrawal of 
pocket-money and this usually 
brings them round. More often than 
not, the housework gets neglected 
when everybody is out during the 
day as I cannot tear myself away 
from the excellent puzzle game 
Troddlers. I wouldn't say I'm addict- 
ed, though. 

People sometimes laugh when 
they first meet Zool. my eldest son, 
but as it's so easy to change a child's 
name, my husband and I thought 
that it would be an advantage in 
later life. There were a few tears 
from Titus when we told him about 
his name substitution but I think 
that he has gradually got used to it 
by now. The other children at school 
still take the rise out off him but 
apart from the broken nose there 
have been no other serious inci- 
dents. I think he lost that fight 
because he kept on trying to beat 
the other person by jumping on his 
head and turning him into a bonus 
but. sadly, this tactic failed. 

Must stop now, I'm wasting valu- 
able gaming time. 

Robana Codd, 
Nth Dimension. 



/ think that just about wraps it up. 
Keep on writing, be it of a serious 
nature or not, have a groovy Christ- 
mas and I'll see you all next year. 
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First of all. we must apologise for 
presenting one less star name this 
time around. This is because Peter 
BLOODY Molyneux (as we now call 
him) from Bullfrog, one of the 
original Seven, had to cancel at the 
last minute with some lame excuse 
and we were left with six. Somehow The Mag- 
nificent Six doesn't have quite the same ring, 
does it? At least if someone else had dropped out 
we could have called it The Famous Five. 

Still, nine months is a long time in the software 
industry and our new-look Six Of The Best line-up 
has been rejigged accordingly, with three new 
additions to the celebrity line-up. Of course you'll 
already know Bitmap Bros Eric Matthews, Sensi- 
ble Software's Jon Hare and the indomitable 
Archer Maclean, all original Big Seven members. 
But Jez San and Michael Powell have been 
replaced simply because they're not doing Amiga 
stuff anymore and David Braben couldn't attend 
because he's on a deadline to finish Elite II before 
the end of the year. And the less said about that 
bloody Molyneux the better. 

So, say a warm "Hello!" to Mev Dine of Vivid 
Image (the team behind such top Amiga games 
as Hammerfist, Time Machine and The First Samu- 
rai), to Martin Kenwright of Digital Image Design 
(the team that produced F-29 
Retaliator. Robocop 3 and Epic) 
and to Andrew Braybrook (who 
created Paradroid 90, Rainbow 
Islands and Fire & Ice and is cur- 
rently working on Uridium 2). 
who was to have appeared in the 
original Seven, but never quite 
made it. We think you'll agree the 
line-up is suitably star-studded. 
So, as we loosen our belts to scoff 
Turkey and Xmas pud at a secret 
London eatery, let the games 
commence... 



(The One's tape recorder was left running con- 
tinuously, but inevitably some bits were either 
illegible or not fit to publish during a religious 
holiday. Forgive us for breaks in the narrative 
from time to time, but some of these lads can get 
a bit carried away, particularly when they Ve been 
knocking back the Tizer all day. We begin with 
the first legible comment as the starters arrive...) 

ARCHER: I was saying on the way over here that 
this year I've done seven projects, some of which 
I've sub-contracted out. 

ANDREW: Seven? 

JON: Seven? 

ANDREW: That's doubled your combined output 
from the past ten years! (Laughter) 

ARCHER: Alright, I'll tell you. ST and Amiga 
Snooker again, because we had to update it 
slightly... 

ERIC: Updates don't count. Archer. 

ARCHER: ...A 256-colour PC version of Snooker, 
ST and Amiga Pool, Pool on the PC in 256 colours, 
Gameboy and Nintendo Dropzone. and we're just 
starting on other console versions of Dropzone. 

JON: Kids love the Super Nintendo, because it's a 
great trendy machine. 

THE ONE: Isn't the Megadrive 
trendier these days? 

ERIC: I don't think so, I think the 
SNES has more street-cred. It's a 
bit like it was with the ST and 
Amiga - the Amiga was more 
expensive and had less games, 
but the Amiga still came through 
because it's a better machine. 

MARTIN: And you can get Mario 
on the SNES. 

ARCHER: I reckon that Com- 
modore ought to whip the key- 



(Left) The party's In 
full swing - the 
empty place setting 
bottom right was 
supposed to be 
Peter Motyneux's 
seat, but he didn't 
turn up. Never 
mind, more turkey 
for the rest of us. 



"I'd seriously like 
to do a game for 
the A1 200. 1 
think it's a 
brilliant 
machine." 

- Archer Maclean 
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board and the disk drive off the A1200 and sell 
it as a console. 

JON: Because it's a better machine? 

ARCHER: Yeah, it's a better machine. It'd piss all 
over everything else. I don't know how much they 
could sell it for, but it would wipe the floor with 
these consoles. 

JON: To be honest, it's a real problem writing a 
game first on the Amiga because that's the ver- 
sion you can sell most easily, and then having it 
converted onto the SNES and knowing that it's 
going to be endlessly compromised. 
ARCHER: Absolutely. 

THE ONE: Did you have to compromise any of 
your Amiga stuff for console conversion? 

ERIC: No, it just takes a lot longer. If we write a 
game that uses the full potential of the Amiga, 
It's then f***ing difficult to get it onto the SNES. 

ARCHER: But do you limit yourself to writing 
within the restrictions of the Megadrive and SNES 
first and then work up to the Amiga? 

JON: That's what you've got to do. 
ARCHER: No, what I want to do is use the full 
potential of the Amiga's processing power and 
not limit myself to these consoles. 

MARTIN: I don't know what you're complaining 



(Left) Eric Matthews and 
Mev Dine discuss a thorny 
point, while in the back- 
ground, Gary Whitta pays 
the bar bill - you dont 
want to know how much 
(t came to, honestly. 
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Nine months ago The One brought together the cream of the country's games programming 
talent together for the first time to drink beer r have a whinge and generally put the world 
to rights. They were The Magnificent Seven, and their exploits have become almost as leg- 
endary as their cinematic gunslinging namesakes. Well, maybe not. Five of them didn't 
get killed for a start. But whatever, it's Christmas time so we thought why not have the 
lads back for a festive feast, copious amounts of Sauvignon and, of course, that discrete 
little black box we call a tape recorder. The unabridged transcript of what followed is at 
times disturbing and occasionally downright ridiculous, but if you feel your stomach is 
strong enough then take your seat for the most star-studded Christmas Dinner the Amiga 
world has ever seen... 



about trying to do sprite games on the consoles, 
you should try doing 3D on the bloody things! I* 
you think you've had problems with sprites... 

ARCHER: Well, that's my next problem with 
Snooker and Pool. 

ANDREW: So who's qoinq to tell me what sprite 
capabilities the A1200's got then? 

ARCHER: You don't need them! Everything's so 
bloody fast! The machine's designing planets in 
its spare timet 

(The conversation between Andrew and Archer 
becomes very technical at this point, and lasts for 
several minutes. We rejoin the chat when things 
have come back down to Earth.) 

ANDREW: I don't think anybody here knows the 

sprite capabilities of the A1 200. 

THE ONE: I'm not sure if Commodore knows. 

ARCHER: So come on then, what is the exact 
spec? 

ANDREW: I don't know because nobody will tell 
me! I haven't even got one yetl The people at 
Commodore are supposed to be winging one to 
me, but...) 



ARCHER: The way I see it. it's about 400-500% 
quicker than an A500. Not 20%, but 500%l 

THE ONE: We've heard a few companies com- 
plaining that they haven't yet received an A1200 
technical spec. 

MARTIN: We>e had one for a few months, but 
we're not really allowed to say anything. 

ANDREW: We could always stop the tape, 
because I'm interested. 

MARTIN: Okay, at this point we stop the tape. 

(The tape is stopped here for a bit for more tech- 
nical bashing of heads between Martin and 
Andrew. Zzzz...) 

ANDREW: Right. I've been making notes on my 
napkin. 

MARTIN: You might laugh, but working close to 
a big publisher you do get an incredible amount 
of inside information, like six months to a year 
ahead of other publishers and the general public. 

ARCHER: What, you mean like things about 
Madonna? 

MARTIN: Yeah, who's shagging who, basically. 
(Laughter.) 



(Food arrives at this stage, causing immense d/s- 
ruption, including Andrew complaining about 
why he wasn't served first. You know the sort of 
thing.) 

ARCHER: Right. I'm undoing my trouser button. 

THE ONE: Tell your anecdote. Archer. 

ARCHER: Oh that one. yeah. Well, when I have 
a big meal like this, I tend to loosen my top but- 
ton so I can get it all in. I was in a restaurant one 
time when the wine waiter slipped and poured 
red wine all over my trousers. So instantaneous- 
ly, as kind of a knee-jerk reaction, I stood up to 
say "Look what you've done..." and my trousers 
fell down around my ankles. (Laughter.) 

ERIC: No! 

ARCHER: It's a good job the beast was asleep, 
that's all I can say. 

MARTIN: Did you have your Thomas the Tank 
Engine boxer shorts on? 

ARCHER: No, they were Tom and Jerry ones. 

ANDREW: So, Dropzone on the Amiga then, 
Archer. Come on. 

ARCHER: Well. I could do an ordinary sequel 



e 



ONEONONE 



that would have something to do with Oropzone 
One, or a completely new game that would just 
use the same lunar landscape. 

JON: That sounds like an excuse to me. 

ANDREW: You've got to come over and see 
Datastorm. 

THE ONI: Has everyone got their Turkey yet? 
JON: Mev's still waiting for his. 
MEVi It's because I'm from Turkey. 
ARCHER: Gary, Eric's got more than me! 
THE ONE: Eric, give Archer some of your food. 

(Everyone tucks in, during which, for some rea- 
son, probably because fat people were brought 
up, the subject of Robert Maxwell - not exactly 
the hero of people like Eric. Mev, Andrew and Jon 

- is raised). 

MARTIN: Did it really f"* you up when Mirror- 
soft went down? 

JON: Oh Christ yes! And Mev and Eric! 

MARTIN: I heard about these people who came 
out of it all smelling of roses because they were 
paid twice, 

ERIC: Like who? 

MARTIN: Well... 

MEV: Time to turn the tape off again! 

(Once again the recorder is turned off for a bit to 
protect the innocent). 

MEV: So who's the next company to go under 
then? We've had Activision and Mirrorsoft... 

ANDREW: Well, it tends to be all the people that 
we've worked for. 

THE ONE: Renegade! 

ERIC: Yeah, we'll be next. In fact we went under 
last week, we just haven't told anyone yet. 

THE ONE: And the tape's on! What a scoop! 
(Laughter, and then more illegible natter, until...) 

THE ONE: Have you sold The Second Samurai to 
anyone yet? 

MEV: Yes... it's not Virgin. It's gone to Psygnosis. 

MARTIN: Ian Hetherington shmoozes in there... 

MEV: I know that they haven't got a yacht so I'm 
safe there. 

ARCHER: Virgin haven't either. 

MEV: Ah, but he's got a balloon, hasn't he? 

THE ONE: Virgin picked up a lot of games after 
Mirrorsoft went under, didn't they? 

JON: Yeah. Virgin got a lot bigger. The worrying 
thing is is that they've got so big and they've got 
so much stuff, how much is actually going to be 
supported? 

ARCHER: Yeah. I worry about that. 

JON: I'm not just saying this because Eric's at the 
table, but when we were working with Renegade 
doing Soccer, we talked all the time and we 
always knew what was happening. But doing Wiz- 
kid with Ocean, we never even knew when it was 
coming out. It was finished in May and came out 
in October. 

THE ONE: Why did they hold it back? 

JON: I think it was for the PC version. 

ERIC: Even though they'd been advertising it 
since April. 

»THE ONE: That must have hurt the sales of 
the game. 



(Right)- What's so funny? 
Whatever it is. Tht One's 
Gary Whitta is oblivious to 
it, because he's sf ill stuck 
paying the bloody bar bill 
Note masses of empty wine 
bottles/glasses/buckets in 
the foreground. 




(Right) Andrew Braybrook and 
Jon Hare, the creators of two of 
the biggest Amiga games this 
year, try to work off the effects 
of two hundred pounds of 
Turkey and a gallon of XXX 
Pilsner. What a bunch of rip- 
roaring guys! 



JON: It destroyed it! 

ARCHER: But this whole Summer has been com- 
pletely dead software- wise. 

JON: Soccer was at Number One for four four- 
teen weeks. 

ARCHER: Yeah, it was there all the time. 

(More general muttering here as the subject of 
charts and eventually, for some inexplicable rea- 
son, the ST is raised). 

THE ONE: You're doing Chaos Engine on the ST 
- Is it still worth it? 

ERIC: Yes, we're developing them concurrently 
because most of our game editors and things also 
run on the ST. Admittedly the sales are only about 
five to one in favour of the Amiga... 

ARCHER: I'd disagree with that. 

ERIC: Well, it depends Things like Gods and 
Speedball 2 were selling two to one, Amiga and 
ST, but now it's more like five to one. That's hap- 
pened in one year! 

JON: It's a massive change, isn't it? 

ARCHER: When I did Snooker, it was written on 
the ST first because the machine's faster graphi- 
cally. Now, doing Pool. I've written on the Amiga 
first and ported it onto the ST in two weeks, 
which isn't bad. If we can sell 10-20,000 copies, 
I'll be well pleased. 



"I think the first real use of 

CD on the Amiga will be 
with publishers converting 
their big-style PC games." 

- Eric Matthews 

(More incomprehensible garbage, and then the 
PC is mentioned). 

THE ONE: What's The Chaos Engine going to be 
like on the PC? 

ERIC: Oh, it'll be crap. Oh no, it'll be very good. 
There's no reason why you can't have a decent 
arcade game on the PC. 

MEV: The First Samurai's very good on the PC. 

JON: Yeah, I wonder who wrote that? (Laugh- 
ter.) 

MARTIN: The Chaos Engine's got really good 
point-of-sale stuff. 

THE ONE: So when's it actually coming out 
then? I 

EMC: The first week in January. 
MEV: Are you sure7 

ERIC: About as sure as you are about when The 
Second Samurai will be out! (Laughter ) 
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MARTIN: Talking about Ocean, we're telling them 
mat we want more of a say about things in gen- 
eral now. 

THE ONE: And are they listening? 
MARTIN: They are, yeah. 
ERIC: Is that because of Gary Bracey? 
JON: Gary Bracey's a really decent bloke. 
ANDREW: Kof-kof! Choke! (Laughter.) 
JON: He is! Seriously! 

(After some lively and humourous debate, the 
conversation returns, as usual, to money.) 

Jj 

MEV: I don't care about royalties anymore. 
What's the point if someone decides to take a 
dive? 

JON: It's all business these days you see. Gary 
,'Whitta} • nobody talks about games anymore. 

ARCHER: Well, we are a very small business. The 
same people tend to circulate around the same 
companies year in. year out. and no fresh blood 
comes in. No new programmers. 
THE ONE: Is it harder now. as a new program- 
mer, to break into the industry with a game? 

ERIC: Yeah, as an individual or as part of a small 
unknown team, it's very difficult. 

JON: It was easier on the Spectrum when we 
started 

ERIC: The first thing a big publisher will say to 
you these days is "What's your track record, what 
have you done in the past, where's the rest of 
your team?" 

JON: It's all licences and big developers now. 

MARTIN: It's certainly not "I am the programmer 
and here's my artist" anymore. 

ERIC: Publishers always look for some kind of 
track record. 

ARCHER: Publishers are getting very big, they're 
run by accountants, they're not pioneering any- 
more - they're not small outfits. These companies 
have now become so big that they're more wor- 
ried about getting that extra 1% 
on their balance sheet at the end 
of the financial year rather than 
how good the product is. 

MARTIN: I think my advice to 
anyone new entering the indus- I 
try is take a degree in bloody 
Law before you start. 

JON: But it is swinging in our 
favour at the moment. 



"Commodore are still 
anticipating three years of 
A600 sales. 1995 is fade- 
out time." 

- Martin Kenwright 
MARTIN: Just lately. Someone has final- 
ly decided to give developers the same 
respect as you'd get in. say. the film 
industry. People may go to see a movie 
because it's directed by James Cameron, 
and they'll buy a game because it's from 
the Bitmaps or Sensible. 

THE ONE: How hard was it for you to 

get started when you were unheard of? 

ERIC: It was quite difficult for us. 

THE ONE: Was Xenon turned down by other com- 
panies before Virgin took it? 

ERIC: Yeah. 

MARTIN: Really? 

ERIC: Oh yeah. As individuals we each had our 
own little track records on the 8-bit formats, but 
no-one knew us as the Bitmap Brothers. Even after 
Xenon, Speedball was turned down by Virgin - it 
was really difficult to get that game signed. We 
ended up nearly doing a Squash game instead. 
JON: Mega lo Mama was turned down by Virgin 
as well. 

(The wine and beer runs out at this point, and 
everybody refuses to talk until supplies are 
replenished. They quickly are. While waiting for 
new drinks to arrive, Oliver Weed's recent perfor- 
mance on The Word is discussed at length.) 

JON: To be honest. I think the worst thing we've 
ever worked on is the updated version of Sensible 

(Right) Is that Mev Dine scratching ._ 

his chin? Perhaps someone across i ~~ 

the table is telling porkies. Or I 1 

maybe he just needs a new blade I 
in his Bic. Or something. 




Soccer. You've got a game that's 
already been very successful, but which we have 
to make better. 

ARCHER: What's it called, Even More Sensible Soc- 
cer? Really Clever Soccer? 

MARTIN: I think we'll do one called Silly Soccer 
just to rival it. 

ARCHER: It's like with Pool. In my book. Pool is a 
hell of a lot better than Snooker will ever be. 
there's so much more in it. But superficially it 
looks the same, and so a lot of people look at it 
and say "Oh, it's just the same as Snooker." 
MEV: Yeah but Archer, it's true, isn't it? (laugh- 
ter.) 

THE ONE: Does anyone have experience of being 
pressured into doing a sequel if the original game 
was successful? 

MARTIN: Oh yeah, sure. It's all marketing, isn't 
it? 



ANDREW: Yum yum! 
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(Above) Digital Image Design's 
Martin Kenwright in typical 
pose - the broad smile and pint 
of free beer go hand-in-hand. 

(Left) Always one of the most 
outspoken delegates (he holds 
the record for the most utter- 
ances in both Magnificent 
Sevens so far). Archer Maclean 
tells it like It is - again. 



THE ONE: Did you eat all of that chocolate cake? 
ANDREW: Yep. 
ERIC: You fat bastard! 

THE ONE: Archer's itill struggling with his. 

ARCHER: No. I'm just pacing myself. Now, I'm 
going to change the subject completely. Who 
thinks, in the next two or three years, that the 
lights are going to go out on the console busi- 
ness? Hands up so the tape can't see. (Most hands 
go up.) 

JON: Consoles are just a fashion. 
MARTIN: It s all going to be CD in a few 

years. 
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THE ONE: Why CD. as opposed to anything else? 
MEV: Because you can hook it up to anything. A 
PC. a hi-fi... We will be making mini-movies in a 
few years. I believe. 
ERIC: No, I don't agree with that. 
THE ONE: What do you mean by a mini-movie? 

MEV: Well, games will become so complicated 
in the future, you'll have a director... 

MARTIN: Interactive TV's going to be big. 
THE ONE: Who around this table is actual- 
ly going to be doing games for the A1 200? 

ARCHER: I would seriously like to if it sells 
enough, because I think it's a brilliant 
machine. 

MARTIN: We're doing two new products 
that are PC-based for the A1 200 now. but 
as we move further along, we'll be doing 
games straight onto the 1200. 
THE ONE: Is one of those Epic II? 
MARTIN: It's not actually Epic II. it's 
called Odyssey. 

ERIC: We've just got an A1200 in, and 
we're looking at it now. We need to find 
out a bit more about it. Mike's got it on 
his desk and won't let anyone else touch it. The 
thing is it depends, like Andrew was saying, on 
how they've wired it up for this 256-colour mode 
and everything. It's a really smart move on Com- 
modore's part though, because it means if you 
have a 256-colour PC game, then all of that can 
still be used on the Amiga version. 
ARCHER: I would love to do, and will do. a 256- 
colour A1200 version of Pool that would run 
faster and have numbered balls that rolled round 
properly for all the people who wanted those fea- 
tures. 

MARTIN: We don't know if we're going to con- 
tinue to support the A500/600 in the near future. 
It's just getting too far down the line. It'd be nice 
to convert downwards later, but initial develop- 
ment is going to be 1 200 only, with a view to see 
how well that does. 

JON: When are you anticipating your first 1200 
title coming out? 

MARTIN: In about four or five months. 
MEV: I believe that Commodore has to do a lot 
more this time round. They were lucky with the 
Amiga 500, I don't care what people say. they 
were very lucky. It took ages for the A500 to suc- 
ceed. 

MARTIN: 1993 is going to be a make or break 
year for Commodore. 

MEV: They have to take an active role in devel- 
oping software for the A1200. It's no good just to 
say "Oh. Ocean's doing this project for it." 
THE ONE: Are we going to see the demise of the 
A500/600 game as we know it if the A1 200 takes 
off? 

ERIC: No, that won t happen, there are too many 
machines out there. 

MARTIN: Commodore are still anticipating three 
good years of A600 sales. 1995 is fade-out time. 

THE ONE: Would you like to do Uridium 2 for the 
A1200? 

ANDREW: Oh yes! 

ARCHER: Great, you could start the diary all over 
againl 

THE ONE: Does anyone here think that 
they've reached the limit of what they can 
do with existing Amiga 500/600 technology? 



(Right) Old you knoW that Jon 
Hare deliberately turned up to 
the event In an Amiga Format T< 
shirt, so that we'd have to give 
him a free one to wear? The 
crafty old sod. He won't be 
laughing when we slag his next 
game off. 




(Right) PUBLIC HEALTH WARN 
IN6I Inviting these two men 
to your party or conference 
could result in a serious defi- 
ciency in your drinks cabinet. 



ARCHER: I don't. 

JON: There aren't any limits, though. Even after 
we stopped developing on the C64, the machine 
was still being pushed and pushed so much. Some 
of the stuff towards the end were really amaz- 
ing! 

MARTIN: It's a bit of an obsession for many peo- 
ple, to always be pushing and pushing a machine 
technically. 

ERIC: Yeah, but I also think it's just a bit boring, 
really. 

"I'd have to say Sensible 
Soccer is my best game of 
the year. It's brilliant and I 
still play it." 

- Eric Matthews 

ARCHER: All of us here though will always look 
at what each other are doing and try to do it a bit 
better the next time round. Technically, I still think 
that the Amiga hasn't been stretched incredibly. 

(The drink runs out again somewhere around 
here and there is mass consternation. While fresh 
supplies arrive, the conversation turns to consoles 
for a while, and we won't bore you with it.) 

MEV: I think what separates us from the Ameri- 
cans and Japanese is that to us, writing games is 
still like a hobby. 

THE ONE: Bui are you as enthusiastic about 
games as you were four or five years ago? 



ARCHER: I don't think so, no. 

JON: Probably not: but you still know a good 
game when you see one. 

ANDREW: There wasn't so much competition 
back then. When I started out on the C64 it was 
fairly easy to see how you could constantly 
improve things, but now we're up against bigger 
teams here and in other countries fighting 
against us, and we're all trying to improve in dif- 
ferent directions, be it graphics or gameplay. It's 
a lot more difficult to stay ahead. 

MARTIN: There isn't so much investment in this 
country either. If you go abroad, development 
budgets for games are almost as big as Holly- 
wood movies. And I think that if you said "Here's 
four million dollars, go and develop a game," I 
reckon someone in the UK could do it a damn 
sight better than anyone else. 

THE ONE: What games have impressed you this 
year? 

ARCHER: Monkey Island 2. 

THE ONE: On Amiga? 

ARCHER: Oh yes. 

MARTIN: I liked Pinball Dreams. 

THE ONE: Everyone likes Pinball Dreams. 

ANDREW: Shut upl Shut up! 

THE ONE: What's your problem with Pinball 

Dreams? 

ANDREW: It's HIM' (Referring to a certain epony- 
mous boss of Hewson who will remain nameless.) 
MARTIN: I liked Snooker. 
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"If you're looking to the 
future, you have to 
look at CDs." 

- Jon Hare 



ARCHER: Play Pool, it's better. 

ANDREW: He always has to get the advertising 
spiel in, doesn't he? 
THE ONE: What about you Mev? 

MEV: Oh... um... Contra 3? I don't play many 
games. Oh, Monkey Island 2. 

ERIC: I'd also say Monkey Island 2, but apparently 
ft's shit on the Amiga. On PC it's brilliant. 

AAEV: Talking about that, one area in which we 
could all improve our games is with the disk 
access. 

, ARCHER: I never have any of that 
MARTIN: We just tell Ocean how many disks we 
need for a game, and we get them. 
ARCHER: Who here has done a IMb-only game? 
ERIC: We're just about to. 

THE ONE: Just about everyone has 
a memory upgrade these days, 
though. 

ERIC: Actually. I know it's one of 
Jon's but I have to say that Sensi- 
ble Soccer is my best game of the 
year. It's brilliant, and I still play it 

MARTIN: What about you, Jon? 

JON: I can't remember playing any game apart 
from testing Soccer endlessly. Hoi's good. 

ANDREW: I liked that game... Fire and some- 
thing, I think it's called... 

ARCHER: Yeah, who wrote that? (Laughter) 

ERIC: Biplanes on PD is brilliant fun. 

MARTIN: What's your best game of the year, 
Gary? 

THE ONE: Ooh. .. probably WteWd, 
MARTIN: I really enjoyed it. but I couldn't under- 
stand half of it. I didn't have a clue what I was 
doing. 

THE ONE: When's The Second Samurai coming 
out, Mev? 

ERIC: After The Chaos Engine. (Laughter.) 

THE ONE: So what lies ahead for the good old 
Amiga, then? Are we all going to be buying hard 
drives? 

ARCHER: I don't think so. 

ERIC: No (Below) Come the end 

of the afternoon. 

ARCHER: If I was going to spend that kind of Andrew Braybrook was 

money, I wouldn't buy an Amiga and a hard drive, the only one still wear- 

I'd go out and get a PC. £■ his Christm.. hat. 

" a What a sport! 

MARTIN: Yeah, you can get a 486 for something 
like 600 quid now. 



SPORT FOR PC 

Play a round 
All year 
round 



It's rajltins cats and dogs outside, but it's u beautiful 
crisp Spring day on the Torrey Pines Golf Course. 

You approach the tee, driver in hand. Gazing down 
the fairway, you notice every feature of this classic Pacific 
Ocean Links course. 



I I IX K.N 



INK! 



I III'.* IIAI I I- «>! ».» ill 



I JMKS 



I I IX K .N 




The Challenge of Golf takes 
you to a new level of realism. You 
can almost smell the grass, feel 
the silky putting surfaces and 
take in the fresh sea air. At 
times, you'll want to replace the 
divots, until you remember it's 
only a game. 




But WOW. what a game! 

d now, as well as the 25tf 
ur 3D PC graphics, you can 
experience Links on Amiga, 

alining exclusive HAM MODE 
graphics and digitised sound. 



So, put on your sun 
visor and practice your 
swing. You're next on 
the toe. 

s_ Available on: PC 

~* (VGA or MCGA, 640k 

and Hard disk required. 
Supports: AdLib™, 
Soundblaster™, MSound IM sound 
cards). AMIGA-Hard Drive and 1 Meg of RAM required. 

OAOOBM Software, Inc. 1991 All rights reserved. 
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(Below) Is this man ever going to get 
a haircut? probably not - it saves 
him every having to wash the back 
of his neck at least. 




left) Mev demonstrates what he'd like to 
do to Robert Maxwell if the fat rotter was 
still alive. Erie. Jon and Andrew found it 
difficult to disagree. 



ANDREW: But we're talking about people who 
have already got an Amiga sitting on their desks. 
THE ONE: And the A1200 is rigged to plug into 
an IDE hard drive, which are really cheap. The 
thing is, CD is not going to make much of a dif- 
ference to arcade style games, is it? 

ERIC: Yes. I agree. 

MEV: But it's not a question of whether or not 
it makes a difference to what we do, it's a ques- 
tion of people accepting a new medium, a new 
storage device. 

ARCHER: If you look at something like Seventh 

Guest on the PC, there's no game in there as far 

as i can see, but there are 3.000 floppy disks 

worth of graphics and sound on a CD. 

MEV: And that's why CD's not been successful, 

because developers are misusing It. 

JON: If you're looking at CDs, you're looking to 

the future. If you're looking at consoles, you're 

looking now. As a company, we've always lagged 

behind and waited to see what picked up, 

because we're a small company. 





(Above) Well, this just about sums it all up, 
wouldn't you say? Here we have the 
programmer (Mev Dine), addressing vital 
gaming issues that affect us all. while the 
journalist (in this caw. The One's Simon 
Byron) does what all journalists do best. Or 
worst, as the case may be. 



ANDREW: You're a sensible com- 
pany! 

THE ONE: So what's it going to 
take to make Amiga CD take off? 
The CDTV hasn't been very suc- 
cessful so far, and that leaves the 
bolt-on CD drive. 

ERIC: I think the first use of the 
CD-based stuff on the Amiga will 
be publishers looking more close- 
ly at their ability to convert their 
big-end, big-style PC games. With 
the A1200 having 256 colours and 
the fact that most PC games are hard-disk based, 
then you could pack it all down onto a CD and 
that would make those games translate a lot 
more faithfully onto Amiga formats. 
ANDREW: But you're talking about the A1200 
now. 

ERIC: Okay, but even without the 256 colours you 
can still have the same amount of data storage. 
ANDREW: CD is very slow, though. It's almost 
as slow as floppy disks at times. 
ERIC: Yes, it's slow and you need a lot of 
RAM. 

JON: What you need is two CDs running 
really fast. 

(For some reason, the conversation veers 
seriously off the beaten track at this 
point...) 

ARCHER: Has anyone seen this 1492 film? 
I went to see it. Photographically it's great, 
but what gets me is you've got this Por- 
tugese guy Columbus being played by a 
Frenchman. 

THE ONE: In Highlander you've got a 
Frenchman playing a Scot and a Scot play- 
ing a Spaniard. And they don't even both- 
er with the accents. 
MARTIN: Yeah, but it's a good film, Highlander. 
I enjoyed Highlander. 
THE ONE: Have you seen Highlander II? 
MARTIN: Oh, that's w'*". So. are there any more 
questions? (Martin grabs question sheet) "Archer. 




what's going to Be your next Amiga game?" 
ARCHER: Well. I'd like to do Dropzone II, but, 
what I really want to do is 256-colour versiom 
of Snooker and Pool, in one game, for the A1200J 
THE ONE: What about this Epic question. Mar] 
tin? After all the controversy... 
MARTIN: We won Game of the Year reader's pol 
in France recently, and that was the sort of pick 
up we needed. 
THE ONE: But were you happy with the game?| 
MARTIN: It was a victim of its own success... 
enjoyed the game. 

THE ONE: Did you find, though, that of the peoj 
pie that bought Epic, more people liked it that 
not? 

MARTIN: Oh yes! At the end of the day w 

received loads of letters from people saying con 
gratulations. 

(At this point The Magnificent Six are ejectet 
forcibly from the secret London eatery and retirt 
to the iocal pub to finish what they started. So. 
as the mysterious hombres ride off into the sun 
set once more to get down to the business o 
writing next year's hit, we can sleep soundly in 
our beds, safe in the knowledge that somewhere 
in the city, a programmer is falling over in a 
kebab shop and throwing up over his shoes. 
G'night alll See you in '93 for another year's 
worth of crazy antics, lots of top Amiga gaming 
action and generally going bonkers! Until then, 
always look both ways before crossing the road, 
and God bless us, every one.) 
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AN AUTHENTIC INDIANA 
JONES JACKET AND HAT! 

PLUS! 10 copies 

OF THE INDY JONES 
TRILOGY ON VIDEO! 




Yes indeed! They're no bunch of skinflints down 
at US Gold, you know. Oh no. They know how 
to launch a game in style, and (deep breath) 
Indiana Jones and the Fate of Atlantis: The Graphic 
Adventure is no exception. To celebrate the launch 
of this latest whip-cracking masterpiece (reviewed 
on page 54, incidentally) the brummy wunderkinds 
have put up some stonking prizes, on offer exclu- 
sively to readers of The One! 

The first prize in this mind-meltingly good 
compo is Indy's actual leather jacket and felt hat as 
seen in the Indy movies! Well, not 
quite. In fact, this is the gear as worn 
by Harrison Ford's stunt-double at 
the recent Gamesmaster Live show. 
So it is sort of authentic. Sort of. 
Whatever, this jacket and hat are the 
business, and both will no doubt be 
invaluable additions to your 
wardrobe. The winner also receives 
the official Indiana Jones trilogy box 
set on video (in widescreen, no less), 
as do ten lucky runners-up. 
So, what lies between you and the 
prize of the Century. Not much, actu- 
ally. Elsewhere on this page you'll 
see two seemingly-identical screen- 
shots of a scene from Indiana Jones 
and the Fate of Atlantis. But careful 
scrutinisation will reveal there to be 
five subtle differences between the 
two. All you have to do is spot them, 
and tell us in which grid squares the 
discrepancies lie. Easy, 
eh? Well, get cracking! 

Once you've got it 
sorted, get your entry to 
us on the back of a post- 
card or a sealed envelope 
and send it to us at: JACK- 
ET HAT. HAT JACKET, The 
One, Priory Court, 30-32 
Farringdon Lane, London 
EC1R 3AU. Entries to 
arrive no later than Jan- 
uary 21st please, because 
that's the closing date. 



THE RULES 

Employees ol EMAP Images, 
US Cold, their friends and 
relatives are not permitted to 
enter The editor's dctision is 
final and no correspondence 
will be entered into, and all 
that. 
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The future today? That's what Psygnosis seems to be 
promising with the imminent release of two games 
that are likely to redefine what's 'state of the art' on 
CD-ROM. David Upchurch is suitably impressed... 



Ask anyone in the com- 
puter industry about the 
Future for home comput- 
ers, and they're likely to 
tell you that it lies in CD- 
based software. Commodore itself 
ndicated its commitment to the 
medium with the release earlier this 
year of the A570 CD-ROM drive. The 
advantages speak for themselves: at 
ess than the cost of a couple of flop- 
pies you have a hard-to-pirate medi- 
um capable of storing over 600Ntb of 
data - and it's very hard to 'wipe' a 
CD! Agreed, CD's not perfect - it's 
notoriously slow to access informa- 
tion - but, like it or not, CD is the way 
forward... 

...And nobody's more aware of 
that than the people at Psygnosis. 
For the past two and a half years 
there's been a team hard at work at 
the company's Liverpool offices 
experimenting with CD-ROM and. as 
production manager Ian Grieve puts 
earning every day". Ian reckons 
that by the end of '93, CD-ROM will 
have become the dominant home- 
computer storage medium, and at 
Psygnosis they're well prepared to 
deal with that eventuality. 

As stated earlier, one of the big 
drawbacks of CD is that it's not pos- 
sible to pull data of them at high 
speed - at best they're little faster 
than a hard drive - so getting full- 
screen animations is near impossible 



without special decompression hard- 
ware and/or software. However, as 
the intro animations to -the Psygno- 
sis games have shown, it's still pos- 
sible to pull off some impressive 
feats as long as you have the right 
know-how and are willing to do 
some hard graft. 

"Intros are always a big thing 
here," acknowledges lan. "They give 
us the chance to show what a 
machine is capable of as opposed to 
how it will generally be used. The 
techniques learned during the com- 
pression and decompression of these 
images have been brought to the 
CD-ROM party and the skills entailed 
in both productions are somewhat 
parallel." 

The first fruit of the team's work 
was the Planetside demo for Com- 
modore's CDTV. "It was very suc- 
cessful for us," comments lan. "It 



Just take a gan- 
der at the 
pictures on this 
spread - arent 
they spectacular? 
They're all taken 
from Microcosm, 
a game set insid* 
the human body 
with the player 
piloting a minia- 
turised subma- 
rine the body's 
organs and blood 
vessels in pursuit 
of equally- 
shrunken enemy 
droids. If you've 
seen Innerspaee, 
then you'll know 
the sort of thing 
to expect. 
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gave us the opportunity to show 
what was possible with a good deal 
of effort and an applied knowledge." 
However. Planetside barely scratched 
the surface of what the talented 
boys at Psygnosis are capable of. 
Take a look at what they've got com- 
ing up... 

MICROCOSM 

If you've ever seen the creaky old sci- 
fi movie Fantastic Voyage (famed 
mainly for Raquel Welch in a tight 
rubbersuit) then you'll probably get 
the gist of what Microcosm's all 
about straight away. 'The game cen- 
tres around the president of a hi-tech 
corporation in a future world, whose 
body has been infiltrated by minia- 
turised robots and military devices 
of an opposing corporation." 
explains Ian. "Your mission, in your 
miniaturised vehicles, is to seek out 
these enemies in the various parts of 
the body and neutralise their threat. 

'The game itself is a combination 
of hi-tech shoot-'em-up and stun- 
ning movie-like graphic sequences. 



all edited together in a seamless 
interactive product. You will have 
various vehicles to control and they 
will specialise in differing areas of 
the body. This brings about an inter- 
esting mix of action and passive edu- 
cation - a worthy combination! 

"The animation in the game has 
been portrayed as a wide-screen 
movie, with a combined overlay rep- 
resenting a status panel. Obviously 
the hardware platform does have 
limitations in that the amount of 
graphic information to be manipu- 
lated is restricted by the bandwidth 
of the CD. Our innovative compres- 
sion techniques allow us to over- 
come a large number of the prob- 
lems involved, though." 

Trying to get Ian to expand on 
how these techniques actually work, 
however, is a fruitless task. "What 
we've learnt from the development 
of Microcosm has given us a poten- 
tial edge over any other competition 
we may have and will therefore will 
remain a closely-guarded secret for 
the immediate future," states a tight- 
lipped Ian. 



Microcosm first started develop- 
ment over two years ago. "Since this 
time Microcosm has entered phases 
of high activity, alternating with 
holding patterns as we defined and 
redefined what the game should 
look like." comments Ian. "The final 
version of Microcosm bears a good 
resemblance to the game originally 
envisioned, but has been embel- 
lished by the technical advances 
we've made over the past two years. 
The whole product has now been 
fully defined and is in a state we are 
very happy with - expect it on the 
shelves in the middle of '93/' 

DRACULA 

Psygnosis in film-licensing shock? 
Yes, it's true - Oracula is the compa- 
ny's first dabblings in the murky 
waters of film tie-ins, but when it's 
released in March of '93 it looks set 
to blow all previous efforts out of 
the water. The film is already a big 
hit in the States, and apparently 
sticks closer to the original Bram 
Stoker novel than the hammy 



reworkings of Hollywood and Ham- 
mer Studios. It's got an impressive 
pedigree, with Francis 'The Godfa- 
ther' Ford-Coppola in the director's 
chair and Gary Oldman, Anthony 
Hopkins and Winona Ryder starring. 

What attracted Psygnosis to Drac- 
ula as the film to be their first tie-in? 
"As a film licence it's very appealing, 
both in the nature of the classic story 
and the combination of one of the 
finest studio/director teams in the 
movie industry," explains Ian. "It's 
only fair to produce a licensed game 
which is a decent representation of 
the original product and not simply 
a platform game with modified 
graphical characters." 

"The game's an extensive action 
odyssey in which you have to battle 
Dracula in his various guises in set- 
tings which are prominent in the 
film. The ultimate objective is to pre- 
vent Dracula completing his das- 
tardly plan. The backdrops for the 
game were faithfully recreated from 
the original studio blueprints and 
testimony to this can be found from 
viewing the movie." 

In a real first for movie tie-ins, the 
game features extensive use of 
footage from the actual film, which 
raises the issue of character rights. 
Other companies have had terrible 
trouble getting permission to use the 
likenesses of the actors in their 
games. "The character rights issue is 
an interesting one," agrees Ian. "and 
Gary Oldman kindly agreed to the 
usage of his image in the game. It 
was not necessary to use other char- 
acters as they are adequately catered 
for in the game. We used our own 
people as models for the characters 
and created costumes in-house for 
blue-screen work to be rotoscoped 
into the game. This gave us an inter- 
esting experience in that we were 
making movies for the game, albeit 
on a smaller scale." 

Considering that Dracula is a 
game based around a fairly-graph- 
ic horror movie, one wonders 
whether the game will be too 
'adult' for the games market. 
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"I agree that the film Is not aimed at 
children," says Ian. "but the story in 
this movie is presented in more of a 
fantasy environment as opposed to 
Gothic horror. The game follows this 
vein (excuse the pun!) in that it will 
appeal to audiences of all ages. One 
should be careful not to patronise 
the potential purchasers of CD-ROM 
product as these games will lift video 
gaming from a childish pursuit to a 
sophisticated and intellectually- 
rewarding experience." 

Does Ian see Dracula as leading 
the way to a new generation of film 
licences? "Dracula is heralding, on 
CD-ROM at least, a new era of video 
games," he agrees, "and. due to the 
combination of film and game, 
movie tie-ins are the most obvious 
route to follow." 

Computer owners will be happy to 
hear that they haven't been forgot- 
ten. "Dracula will make it onto flop- 
py and will basically follows the 
same storyline," explains Ian. "but 
the compromises between CD and 
floppy will be stunningly obvious 
when both products are run side-by- 
side; 600 megabytes versus 1 
megabyte will give a visible differ- 
ence!" 

THE FUTURE 

So how much do Microcosm and 
Dracula tap the potential of CD? 
"The potential of CD-ROM is a diffi- 
cult item to define," considers Ian. 
"Because this is such a new medium, 
many people have varying views as 
to what a product should look like. 
The simple answer is that there are 
no precedents set in this arena and 
we are writing a new page every- 
day." 

But is the day of the truly interac- 
tive movie far away? Ian laughs. "It 
would be very nice if somebody 
could exactly define what an 'inter- 
active movie' isl" 





Dracula is far different in style to 
Microcosm, and employs detailed back- 
grounds and sprites created from roto- 
scoped actors to recreate the mood and 
atmosphere of the forthcoming movie. 



THE TEAM BEHIND THE DREAM 

There'* a vast number of tAlented artists, programmers and designers 
wording on P*ygno*is* CD-ROM (j.imi-1, with their effort* coordinated 
by Inn Grieve, the production manager. "H's my responsibility to ensure 
project* flow as easily at posiible," explain* Ian. "This involves many 
l.,xU*. from efficient third-party l>ni*on (understanding what the eaternal 
companies involved eapect and require) to providing the relevant mate- 
rial* to my artist* nnd programmers when they're required." 

"The whole production is very much a team effort, with each member 
contributing specialised skills at every stage of the project CD-ROM title* 
require highly-skilled people to work in unison and here at Piygnosis 
we have an abundance of very talented people!" 

And here they all are, in no particular order. Tab* a deep breath, eyes 
down,— 



ARTISTS 

Neil Thompson, LfKI Cnrus-Westcott, Carvan Corbett, ieff Oramfltt, Jim 
Bower*. Meal Sutton, Nicky Orus-Westcott, Mike Wattrforth, Chrl* Moo.* 
■UriJ Gary Burley. 

PROGRAMMES* 

Paul fVewin. Ch.is Wylic. Gavin Dodd, John Gibson, Dave Bemtord. Kenny 
Everett, Miko Anthony. Andrew Toon, Simon Moore, Stunrt Cargassnn 
and Oominic Mallinton. 

DESIGNERS 

Tony Parke*. Nicfc Burcombe and Nik Wild. 
MANAGEMENT ft PRODUCTION 

tan Hetherington. John White, Richard Browne, Graham Stafford, Phil Mor- 
ris and. of course, Ian Grieve. 
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CARTOON LAND GONE BAD! 

Whilst publishing his underground comic Jack Deebs has unwittingly created 
a parallel universe inhabited by cartoon characters known as DOODLES . 
You are transported into COOL WORLD and seduced, through engaging 
messages, by the Doodle vamp... HOLLI . Visual jokes and gags punctuate 
your adventure as you hop to and fro between reality and COOL WORLD. 
But Holli's dream is to shed her Doodle indentity... to become a real woman 
- with a real interest in Jack! 

A DREAM THAT COULD 
DESTROY BOTH WORLDS! i ^ 
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The super-villain Apex 
in one of his many 
guises, in this case 
popping up to make 
inter-level loading less 
of a strain. And he's 
even harder than this 
^tone-clad image sug- 
gests 
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Ever fancied being Bat- 
man, Superman, 
Wonder Woman or the 
Shadow? How about 
all of them at once? 
Psygnosis' latest claims 
to be able to transform 
even the weediest 
gamesplayer into the 
superhero of his or her 
own making. Gary 
Whitta's spidey sense is 

tingling... 



me 



You see. the problem with 
most computer game heroes 
is that they're just so, well, 
fragile. Chuck a few hundred tons of 
rock or a thousand-megawatt laser 
beam at them and they're out for 
the count. Hardly the sort you'd 
choose to go out and save the world 
from a genetically-engineered super- 
villain. No, to fight a super-villain 
you need a superhero - and the lat- 
est game to bolt from the Psygno- 
sis stable next Spring has got plen- 
ty of them. 79,228.164,440.000,- 
000,000 of them to be precise. 

SuperHero is the first project to 
come from shiny new development 
team Kage. and when it comes to 
heroic characters it certainly doesn't 
mess about. The game allows the 
player to create his own super- 
hero (or heroine, of course) 
from scratch, customising the 



character's look, gender and special 
abilities before embarking on a 
world-saving mission against the evil 
Apex, the super-villain of the piece. 
You want laser beam eyes? You got 
'em! You want to be able to fly? You 
got itl You want invisibility? You got 
it! The story goes that the muscle- 
bound fiend Apex has been created 
after a genetic experiment goes 
wrong, and is now holding the 
world to ransom. Only by creating a 
superhero of similar powers and 
abilities through the same gene- 
splicing methods do you stand a 
chance of saving the world. 

"We wanted to make a game 
where you could recreate existing 
superheroes, and not only those of 
the big comic houses like Marvel and 
DC, but those of some of the small- 
er publishers like Innovation and 
Dark Horse." explains Superhero's 



(Below) The genetic lab, where 
Superheroes are created prior to play- 
Once the costume fits, the super abllitie* 
can be adjusted by playing with the 
coloured test tubes in the bottom right 




co-creator David Bland, who's also 
produced the game's swish graph- 
ics. "I've always been a comic-book 
fan - Marvel and DC, and particular- 
ly of graphic novels like Watchmen 
and V For Vendetta." The game, 
Kage admits, was inspired by char- 
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acters like Batman "and other odd 
characters that haven't appeared in 
games yet." The influence of those 
graphic novels is certainly evident in 
SuperHero, which is based more 
upon the darker portrayal of super- 
heroes in modern comics, rather 



PROGRESS] 



than the squeaky-clean image that 
was prevalent in the genre's early 
days. 

Hero-creation elements aside. 
SuperHero is essentially a scrolling 
platform -based beat-'em-up in the 
traditional vein. "Dave's a fan of 
oeat-'em-ups and I'm a fan of plat- 
form games." says programmer 
Antony Ball. "So we mixed the two 
to make a very dynamic game. We've 
tried to give it a Japanese feel." 

In SuperHero. the player first cre- 
ates his super persona by fiddling 
with their genes (stop laughing at 
the back) in the laboratory, 
then taking the character, 
with all his customised abil- 
ities, through multiple eight- 
way scrolling levels, includ- 
ing the city rooftops, a 
warehouse, sewers and an 
industrial complex, taking 
on an army of goons sent 
out by the infernal Apex 
along the way. "The super- 
hero's moves are very pow- 
erful, so you can knock bad- 
dies in the air, split them in 
two and knock their heads 
clean off," boasts Antony. 
'The baddies range from 
humanoid thugs to muta- 
tions with special powers. 
On the last level all the bad- 
dies from the previous level 
will reappear for the final 
battle." 

The actual abilities avail- 
able to your hero during the game 
depend on what you get up to in the 
laboratory beforehand. We all know 
how important a superhero's cos- 
tume is, so it's possible to kit your 
character out in almost any outfit 
imaginable by adding items of cloth- 
ing (belts, gloves, boots, masks etc) 
and then altering the colour scheme 
to taste. It's possible to recreate just 
about any famous comic-book hero 
by mixing and matching the right 
garments, Once the character is kit- 



We wanted to make a 
game where you could 

recreate existing 
superheroesr and not 
only those of the big 
comic houses like 
Marvel and DC, but 
those of some of the 
smaller publishers like 
Innovation and Dark 
Horse." 

David Bland 
SuperHero graphic artist 

ted out, choose their sex (which dic- 
tates the special powers available), 
then play with the various DNA 



(Right) As with all Psygnosts 
games. SuperHero comes with an 
animated Intro sequence, in this 
case depicting the super-villain's 
explosive escape from the genet- 
ic lab where he was created. 



(Below) The SuperHero comes up 
against all foes during the 
course of the game, including 
poisonous billowing clouds that 
zap his energy on contact. He 
may be super, but he can still 
ose a life by falling off the bot- 
tom of the screen or running out 
of super energy whatnots. 






(Above) Leaping to deal out jus- 
tice to one of the game's many 
bad guys. 

(Right) The most powerful punch 
comes complete with a bolt of 
energy that flies across the 
screen, zapping baddies. 



strands to create varying degrees of 
strength, agility and, of course, 
super-powers. When a superhero is 
complete, their genetic make-up Is 
expressed as a chemical formula, so 
players can instantly recall favourite 
heroes just by retyping the genetic 
code. 

"We've tried to combine the styles 
of Dave Gibbons and Katsuhiro 
Otomo," says David, commenting on 
Superhero's graphic look. "But we 
don't want it to look comic. We 
wanted to recreate the dynamic 
action of a comic book without the 
POWs and THWACKs." Even though 
this is Kage's first game as a team 
(Dave and Antony have worked on 
thirty games between the. however), 
they're confident that SuperHero will 
wipe the floor with the competition. 
"It's not just a beat-'em-up, it has 
platform action and the fighting will 
be finger-numbing," they say. "And 
the ability to design your own char- 
acter makes a big difference." 

Having worked on the game tor 
the last 18 months, Kage have 
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(Left) A particularly impres- 
sive aspect of SuperHero is 
the super flying headbutt 
thJt the main character is 
capable of unleashing on 
his foes. In addition, the 
player can "beam up" his 
punch by holding down the 
fire button. The longer It is 
depressed, the more pow- 
erful the strike will be. 



f ine Scene Punch 
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almost got SuperHero finished - the 
hardest part, they say. has been 
keeping the game running at a 
decent speed and making the 
changeable hero costumes work 
properly. "Now all we need to do is 
assemble the jigsaw, put it all in 
order and fix some bugs. Oh, and 
complete the last two levels," says 



Antony. The music is being handled 
out-of-house by Full FX, the team 
that produced the sonics for The 
Killing Game Show. "The music will 
be in a John Carpenter style." says 
Kage. "There will be nine tunes 
each with three separate parts, 
and 30 sound samples making 
60 different effects." 
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For the past year or so Westwood Studios have been beavering away on a game which 
will, they hope, revolutionise the strategy game genre. Simon Byron, our resident enthu- 
siast, found out exactly how they intend to do it. 



o 



■ f you played the original Dune 
I game developed by French coders 
I Cryo earlier on in the year you 
might well have been impressed - 
and quite rightly too. It received an 
impressive 90% way back in June 
and was regarded by some as a seri- 
ous contender lor Game of the Year 
1992. Not content with narrowly 
missing out to Sensisoccer for the 
prestigious prize. Virgin will soon be 
unveiling another Dune game which 
would no doubt be travelling under 
the adline of 'Think of it as a way of 
life" if only Legends of Valour hadn't 
got there first 

Westwood Studios, the team 
behind the game, already has a rep- 
utation that most other software 
companies would die for. They've 
been responsible for such top sellers 
as Eye of the Beholder 1 and 2 and, 
more recently. The Legend of Kyran- 
dia. Westwood's Dune is a far cry 
from the Cryo game - this sequel is 
far more strategy biased - and 
revolves around three Houses bat- 
tling for supremacy on the desert 
world of Arrakis (known to its mates 
as Dune). "Houses? Arrakis? What's 
going on?". Ah, let me explain... 

Dune, the book, was penned by 
Frank Herbert and is easily one of 
the most original and inventive sci- 
ence fiction novels ever written. It's 
set 1 0,000 years in the future where 
the ultimate source of power is 
Melange, a mind-expanding spice 
that will only grow on the world of 
Arrakis. It's so rare and expensive 
that people will do almost anything 
to obtain it. And whoever controls 
the spice, controls the galaxy... 
Westwood's game is set. unsur- 




Dun*, the pfanet, is nearly unhabitab 
stantly sweep across the terrain. As a 

prisingly. on Arrakis. To encourage 
rapid spice harvesting, and the sub- 
sequent profits that he can make, 
galactic ruler Emperor Frederick IV 
has invited three Houses (the futur- 
istic equivalent of noble families), 
namely the Atreides, the Ordos and 
the Harkonnens, to compete in a 
mining 'competition'-type thing. 
Whoever delivers the most spice 
gains sole governorship of Arrakis 
and a share of the future tax rev- 
enues. With a prize like this you can 
be sure that the competition 
between the three Houses is going 
to be fierce. 

Each House works entirely differ- 
ently to the others. The House of 
Atreides consists of idealists and 
their whole lives are run by honour 
codes and Utopian ideals. Their men 
are unquestionably loyal and morale 
is always high. Whilst this may 
sound noble, the Atreides some- 
times underestimate their opposi- 



e because of its high temperature and 
result of this, all homes are In band 'A' 

tion because they think that they are 
invincible. 

The House of Ordos, also known 
as the Cartel', is full of smugglers 
and thieves. Their methods often 
involve sabotage but they do not 
take unnecessary risks and careful- 
ly plan everything right down to the 
last detail. If one plan begins to fail 
then they'll have a number of con- 
tingency options which can . 
be put into action straight 
away. If they have to fill a 
spice quota they would pre- 
fer to steal the Melange 
from the enemy, rather 
than spend the time and 
credits actually doing it 
themselves. 

Finally, and most horri- 
bly, is the House of Harkon- 
nen. These really are evil 
sods who think nothing of 
murdering their own peo- 
ple, let alone a member of 



the clouds of noxious gases that coo- 
tor the new Council Tax. 

an opposing House. If they want 
something they will stop at nothing 
and their tactics have often includ- 
ed suicide runs and total devasta- 
tion. 

Whilst you can choose to play 
whichever House you like, the three 
options can also double as difficul- 
ty levels with the Attreides being the 
easiest and the Harkonnen being the 



PROJECT: Dune 2 - Battle for Arrakis 
PUBLISHER: Virgin Games 
DEVELOPER Westwood Studios 
INITIATED: Spring 1991 
RELEASE: Early 1993 
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U_ toughest (I'll let you work out for 
yourselves what House you'd select 
for the medium level). 

Dune 2 is being developed in 
America and is the brain child of 
Brett Sperry. Westwood's 'president' 
(that's what they call 'bosses' in the 
States, you know). What did he set 
out to achieve when the game was 
initially at drawing-board stage? 
We wanted to create a game which 
was easy to learn and difficult to 
master." he replied. "You don't have 
to read a long and boring manual to 
learn how to play. In fact, all of our 
focus groups picked up the game 



tf you play as House Harkonnen. this 
bloke will advise you. 

within the first five minutes without 
reading a manual at all, the interface 
is that intuitive." 

How well will newcomers to strat- 
egy games fare when confronted by 
Dune 2? "We're hoping that because 
Dune 2 begins with a few simple sce- 
narios [namely just to earn a set 
amount of spice or credits], people 
who are new to strategy games will 
have a chance to learn the game 
before the more challenging mis- 
sions are introduced," Brett replies. 
"Those who are more adept at strat- 



egy games will quickly move onto 
the harder levels where you have to 
destroy all opposing Houses whilst 
harvesting spice to earn the credits 
necessary to wage war." 




Brett is pleased with how the 
game's turning out, especially In 
regard to the game's sound. "One of 
the most exciting aspects of the 
game for me is the sound effects 
and the digitised speech [provided 
by the developers at Westwood Stu- 
dios]. The game actually talks to you 
as you play. Your units acknowledge 
your commands and you can actu- 
ally hear the 'whoosh' of rockets fly- 
ing through the air and the 'squish' 
of infantry as your battle tanks crush 
them. The explosions literally rock 
your video display'" 

There are some obvious advan- 
tages and disadvantages to playing 
each House, as Brett explains. 
"House Harkonnen is my personal 

The Missile Tank has a long range 
stike capability and moves faster 
than the heavier Battle Tanks. 





Tha animated introduction Is impressively moody. A 
hugtr battle is fought In hont o* your very eyes along 
with a rousing soundtr.uk and m*>aty sound effects. The 
story is told by sever*! characters (shown ht»r«> with the 
screens behind them animating nicely, tho creature in 
•he screen to the far right ■■, a Sand worm (also known as 
a sh.io and t hi- y are usually a problem to deal with. 
Much likv the monsters in Trvmorj, the Sandwotms are 
attracted to all kinds ol vibrations through thn earth 
especially the ones of the spice-mining variety - and 
often appear at when you least expert them. II you do 
bump into any. It will usually mean tiuublv with a capi- 
tal T as it's not uncommon to lose a largo portion of your 
army in one Snndworm attack. Hflfl 
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favourite because they have the 
Death Hand Missile and the Devas- 
tator Tank. Many people here enjoy 
House Atreides because they have 
the Sonic Tanks and Fremen. The 
Ordos are pretty cool too, because 
they can use saboteurs and Devia- 
tor missile tanks. I guess house 
selection is a matter of personal 
taste, but I recommend trying to 
conquer Arrakis with each house. 
There is a different ending for each 
when you win the game. 
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"Dune 2 uses Westwood's Com- 
mand and Conquer engine which 
took four man years to create. We 
plan on releasing another game 
using the C&C engine, tentatively 
called Command & Conquer: 
Fortress of Stone in the summer of 
1993. I can't say too much about it 
now, except that it won't take place 
on Dune or in that timesphere. I'm 
very pleased with the way that Dune 
2 is turning out, I know that every- 
body who will play it will have a 
tremendous amount of fun and find 
it incredibly addictive." 

Dan Marchant at Virgin Games 
London HQ is heading the English 
side of things (he's responsible for 
everything from liaising with West- 
wood to getting the manual trans- 
lated). I asked him why Dune 2 is, as 



I MEHTytT I I OPTIONS I Credits! 

Atreides Trike. 
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The actual game screen is a handy col- 
lection of all the things you could 
possibly need. From hare you can 
instantly check on your financial 
state, command your troops and 
check on the situation In an part of 
the terrain. Although it looks a little 
like Sim City, the actual game is far 
more involving than those two. com- 
bining frantic combat action with 
more brain taxing strategy. The dis- 
play changes occasionally to allow 
you to see what equipment you can 
purchase or build. The display to the 
left shows a Wind Trap, an essential 
building which provides power and 
water to the surrounding area. The 
ducts protrude from the ground and 
funnel wind below the surface into 
turbines which then power the gener- 
ators and humidity extractors. If you 
don't want to buy the displayed item 
then you can select another by 
cycling through the available options. 



There are a number of available 
Units to command during your time 
on Dune. The Harvester Is an essen- 
tial vehicle which separates the 
spice from the sand. Unusable sand 
is dumped through the exhaust sys- 
tem and the Harvester will return to 
the Refinery to process the goods. 

Brett had said, "incredibly addic- 
tive", "It's very simple to play'" he 
replied. "It's got one of the simplest 
point-and-click systems ever seen, as 
is the Westwood tradition these 
days. It drags you into the game 
until you end up madly clicking 
away, desperately trying to fight of 
the enemy whilst maintaining your 
installations. 

"It's a little like the old Beyond 
game, Psytron, in that respect 
[that's going back a long, long way], 
where you controlled a single base 
which had to be constantly repaired, 
only Dune 2 is about ten times more 
advanced than that. You're con- 
stantly switching between attacking 
the enemy, defending your base, 
building new parts of your installa- 
tion, developing new weapons, pro- 
ducing new weapons, harvesting 
spice... the list goes on. but it's all 
performed with a simple point-and- 
go system. 

The combat element plays a vital 
role in the game and works very 
similarly to a wargame. "There's a 
radar on-screen which allows you to 
keep track of where everything is 
and you can jump to any part of the 
landscape at any time by clicking on 
the radar," explains Dan. "Then you 
select any part of your equipment 
(either a mining machine or an 
offensive vehicle) and give them 
orders via the mouse or a keyboard 
shortcut. You can tell them to attack 
a specific area or guard your terri- 
tory - it's basically a matter of select- 
ing the vehicle and pointing at 
where you want it to go. It works so 
quickly that the whole operation can 
be performed and in progress faster 
than I can actually say it." 

Westwood and Virgin are hoping 
that this revolutionary Interface and 
the atmospheric scenario will appeal 
to all types of gamers, from the 
hard-core strategy masters to the 
novice. You should be able to judge 
for yourself when the game's 
released in the next few months. 



PRESENTING A NEW 
CLASS OF SOFTWARE ! 




100% DUALITY.. 100% VALUE.. , 





How good a year has 
1992 been for the 
Amiga? 



ANDREW WRIGHT 

Marketing Manager, Virgin. 



It's been an Interesting year. This li 
the year In which Commodore (Mini 
to hive finally woken up and dlscuv- 
e ted the potential of the Amiga 01 an 
all-round game* machine. 



Which have been the 
most important Amiga 
games of 1992? 

I don't think there hat bean a really 
important Amiga game Ihii year. All 
the big game* seem to have been con- 
verted over from the PC. Zool «ai 
Interesting, but there haven't been 
any mega-milestone products like 
Lemming?. 



What has been your 
favourite Amiga game 
from the last year? 

I haven't got one. I've *tarted playing 
PC gam**. 



Has the Amiga games 
scene really progressed 
over the last year? 

Mo. There inm to be very few orig- 
nal garnet coming out only lor th» 
Amiga any more. The console mark*? 
hai itolen a lot of the developers an* 
the arcade market. 



GARY BRACEY 

Software Director. Ocean. 



Over the last year the Amiga has 
maintained a presence as one of the 
leading formats in Europe, and we're 
very pleased with Its continued suc- 
cess . 



I don't think there have been any real- 
ly ground-breaking games this year. 
Hut the overall auahty and itandard 
of games generally has Improved. 



The one thai I ttill play an awful tot ll 
Pushover, and that's no hype or bull. 
Other than that. Sensible Soccer. 



GB:I think there has been a genera 
upsurge In quality, but the problem ■ 
mat .1 lot of creative minds have beer 
dlltracted by the consoles and ths 
opportunities that they offer. Maybe 
It s simply because some of the bee 
talent has been poached. 



MARTY N BROWN 

Managing Director, Team 
17. 



I think It's been a good one general- 
ly, especially considering the hype 
behind the consoles and the pressure 
It's brought on Commodore in the 
games field. I stilt feel H's holding its 
own. The A1200 was the master 
stroke, It's hist a pity it wasn't slight- 
ly earlier so that retailers could shift 
lots of units at Xmas. 



That's a difficult question. Lots of 
games have been either licences or 
conversions from another format. I 
supposo Another World was worth 
talking about and I have to admit I do 
like the new version of Sensible Soc- 
cer now that they've fixed the keep- 
en - and, let's face ft. that was a very 
important Issue) 



Personally It's been a toss-up 
between drvilfaabon. Pinball Fantasies 
and the new version of Sensible Soc- 
cer, but I really (and I mean really) did 
like CivilUatJon. 



I would say so. If only because 99* 
of all new product is now 1Mb ip* 
dflc. When we announced that wa> 
all we were going to do (ages ago 
might add) people scoffed. I think th. 
games have got better technically an: 
you can't get away with any old to»* 
these days, although some people its) 
feel they can. 



KELLY SUMNER 

Managing Director, Com- 
modore UK. 



I would say that 1992 has probably 
been the best year In the Amiga's his- 
tory to far as volume of sales is con- 
cerned. I would also say that t's been 
even more exciting because of the 
advent of the A1 Joo and the AA 
chipset technology. 



I think there have been a number of 
very good games. On the arcade side 
Zool, closely followed by Putty and 
The Humans, which are both crack- 
ing games. On the more serious side, 
I'd say Civillution. The overall quali- 
ty of games has been steadily Increas- 
ing. 



I think it's got to be The Humans, 
because I played It on Gamesmastec. 
and won the challenge. But If I play 
a game at home with my lady, It t 
Lemmings. 



I think so. We still haven't reachec 
the peak of quality and depth possi 
bit with Arnica games, and with If* 
new A1200 chipset there's even mot 
potential. 



STUART DINSEY 

Editor, Computer Trade 
Weekly. 



It's been an excellent year for the 
Amiga. It's repositioned itseH well, 
cashed in on the work that's been 
done in previous years and It's the 
only real home computer left- 



Sensible Soccer... Beyond that H's a 
bit tricky for me. because I'm more of 
a sporty person. 



I suppose it would have to be Sensi- 
ble Soccer. 



I think It's progressed to a certair 
extent, but hai been held bach by th« 
technical limitations of the AS00/60C 
technology. Unfortunately It's else 
been hindered because of P'rac) 
which Is always a problem. I don ' 
think the Amiga has been damage* 
by consoles - In fact. I think th* 
increased profile lor video games tha* 
Sega and Nintendo has achieved hai 
rubbed off on the Amiga. 



JEREMY SMITH 

Managing Director, Core 
Design. 

SIMON JEFFERY 

Marketing Manager, Elec- 
tronic Arts. 



TOM WATSON 

Managing Director, Rene- 
gade. 



We have had an excellent year on the 
Amiga and still see ft as our number 
one platform. 



The Amiga has seen better yean than 
1992 bill a lot has happened, and 
some quality software is still (some- 
what sporadically) appearing- Com- 
modore finally saw that the ASOO was 
getting a little long In the tooth, and 
introduced the ASOO. More exciting 
still was the Introduction of the 1200 
featuring the AA chipset, which 
should ensure that 1993 is a far bet- 
ter year for the Amiga family than 
1992! 



Overall, excellent. Good new products 
and with the A1200 appearing, 
promise of a splendid future. 



Sensible Soccer - at last a game that 
is better than Kick Off! 



Formula One from Microprose was a 
real corker. Obviously the likes of 
Sensible Soccer have had a huge 
impact but some real quality can be 
found In conversions from the PC; 
Monkey Island 2, Fate of Atlantis. Ov- 
lliiatlon, etc. The most Important 
titles of the year will probably be 
released neat month. Lemmings 2. 
The Humans. Street Fighter II, Wing 
Commander and The Chaos Engine 
should be interesting! 



Obviously I have to say Sensible Soc- 
cer for the way In which it has shown 
the whole market how well a game 
can still sell. There Is talk amongst 
tome publishers about the demise of 
the Amiga (to be replaced by car- 
tridges). Games Hfce this (and Monkey 
Island. Zool and Formula One) show 
how much potential is out there. 



Apart from all the Core games, of 
course, then Formula One Grand Prix. 



Formula One Grand Prix. 



Guess. Go on. See If you can. 



Software quality has improved. 



The Amiga games scene has seen »en 
little progression, although I'll ge 
back to those PC conversions and se.i 
how well a number of them havr 
been done. What this year has re alt) 
shown the Industry Is that the bask 
format Amiga has outlived Its usefsr 
life. Continual disk swaps, slow loan- 
ing, etc, make people wish they hac 
a PC or even a console- Hard or Opt 
cal drives are becoming essential fo 
highly interactive software that 
today's sophisticated user expects 
Obviously this should make no dif 
ference for simple addiction garnet 
but there have been few quality 
games of this genre thb year, Wltfc* 
and Troddlers being the notablt 
exceptions. 

Yes. as most games are more polishee 
and sophisticated. The market ii 
more demanding, ensuring that weak 
or sub-standard products don't de 



DO Ml NIK DIAMOND 

Presenter/ Associate Pro- 
ducer, C4's Camesmaster. 
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From my stance as a consumer, its 
been an excellent year for the Amiga 
despite all the console hype. Amiga 
games are better and more varied. 
There's a problem, though, with the 
advertising. I think that Commodore 
are trying to follow the consoles by 
copying the advertising style. And the 
kid with the glasses In the ad looks 
too much like a young me... 



Zool, Putty. WlikkJ and Fire and Ice, 
for showing that the Amiga can do 
console style games better than the 
consoles) Sensible Soccer VI. 1 Is the 
best sports game ever. Ovllliabon for 
showing that you don't need a PC to 
enjoy big PC-style games. And 
Pushover and The Humans for prov- 
ing that Intelligent games start on the 
Amiga. 



Sensible Soccer first, then PinbaH Fan- 
tasies, then Civilisation. 



[he Amiga can outdo the con 
platform games, but I get the 



1 think Its a bit of a double-ec 
sword. The . 
soles ots 

feeling that Amiga developers are 
being led by trends In the certrldgt 
market and that's why so many plat 
form/arcade games are appearlnj 



EIGHT PAGES OF TOTALLY BONKERS END-OF-YEAR 
MADNESS STARTS HERE! 

Well, another year has drawn to a close - but what do the people who really matter think 
about the last twelve months, and what lies ahead in 1993? We quizzed a handful of the most 
influential figures in the Amiga games industry to find out just what was going 
through their minds during this season of goodwill... 



•Vhat do you see happen- 
ing with the Amiga over 
the next year? 

■■r A 12001 Interesting. I think K will 

smaln a dominant machine, espe- 
cially line* the Peking U becoming 
-ore reattstk. If ft came down further 

I would do even better. The one 
advantage the Amiga run ovrr PC and 

-i console* If that H'n computer at 
•» affordable pike, and It'i a damn 
rood game* machine. 

would like to think that the A 1200 
•III create a renewed interest In both 
:>» Amiga and home compute!) gen- 
ially. tlHI be steady - jrou can't Ignore 
■he Amiga uicr base. It'i a question 
whether people will design garnet 
Koecifiully for the A1 200 or do them 
-.in a cut-down version for the 
SOO/tOO In mind. 

Continual Improvement!. ft If posit- 
•fe with a move to producing 
financed venloni for A 1200 
-lachines and then a move by the end 
?' the year to producing full-blown 
'1200 versions of games with cut- 
sown ASOO versions. I see the Amiga 
-market expanding as people sell their 
:-d SOQi cheaply and upgrade to new 
*200s - it all meant more users and 
that has to be good for all Amiga 
awnets. The budget market will alto 
Became more important. 

I've got no reason to think there 
nould be any decrease In sales. Our 
dedication to CD technology will 
ncreate. It's now getting difficult for 
hliihcr-. to produce games on 3.5" 
Auk*. Probably 1993 will see the first 
iai volume sales for CD games. 



The A1 200 will sell well In Its current 
*orm, and I would massively eapect it 
to re- emerge tor Xmas m-*t year with 
in In-bullt CD drive. I eapect to see 
the A1200 and CDTV mingled togeth- 
er to create one ble Multimedia 
machine, perhaps for £ »99. The ■■1st- 



*tg ASOO tr'hnology will gradually be 
phased out this year. I think. vVhen 
tou have two machines that are so 
umllar, It's best to move away from 
the old technology. In fact I heard a 
-.moor that they may make the ASOO 
»e new Commodore C4— 

i-ess software, better quality. 



rVell. Commodore are pushing 
Family'. I 



what 

they call The Amiga Family': What 
does that mean to you? The 1200 has 
< seay tech spec and H It a It/ alls the 
levefopers away from console and 
PC, It should breathe some life back 
nto the Amiga games marketplace. 
Commodore obviously have much up 
■*i*ir sleeves; the Amiga brand has a 
luge presence in Europe, so we 
->pect big things nevt yearl 



The Interesting area will be to see If 
the market accepts the CD as a form 
it memory storage. If they do, then 
'992 will be very interesting indeed. 



I will have a difficult time because 
the Megadrlve and Super Nintendo 

an) going to explode over Christmas, 
think that the console user base will 
soon be as large at the Amiga user 
bases, 



Will the A1200 boa 
success as a games 
machine in 1993? 



late 



What will be your New 
Year's resolution? 



I sound like an old humbug bastard, 
but I want to get a PC 



Not to shoot anyone, to give up 
smoking, drinking, sea. partying... 
Walt a minute, it may cause me to 
have a longer life, but who'd want rt? 



Not to get arrested and locked up at 
the neet European Computer Trade 
Show— 



KSl To live up smoking, in corporate 
terms Irs more of the same, we'll try 
to increase the Amiga market 



Too little, too late?' It's bloody nice, 
but at the end of 1993 how many 
units are there going to be? We're 
looking Into A 1 200 versions of the PC 
software. 



I believe that with the right market- 
ing, which Commodore seem to have, 
the A1200 can reposition the Amiga 
as a desirable games machine for the 
mass market 



I don't know yet. Maybe towards the 
end of the year when real ass -kicking 
gear emerges, but until then I doubt 
it- Owners wlR be happy enough with 
their new machine and enhanced ver- 
sions until the software support 
arrives. I think they'll be happy with 
PC VGA converts for a while - that Is 
if they have a hard drivel 



Undoubtedly to. I would tay we're 

Eng to start 1993 with a significant 
klog - we've already sold 3S.000 
A 1 200s. We have a number of pub- 
lishers already willing to put their 
balls on the line and develop original 

Eroduct for the machine. And pub- 
iher commitment wMI increase as the 
year goes on. They feel happy with 
(he technology, ana the Amiga hat an 
incredibly strong brand Image. 

U s the only way H can be a success • 
they have to sell It as a games 
mechlne and brand it as the techni- 
cally -superior games computer. 
They've got the major publishers in 
now, but no-one's going to be rush- 
ing In any more until Spring when 
there's tome product out and people 
have had a chance to see that it's Hfae. 



Only if Commodore realise that Eat less McDonalds, 
games sell their machines, therefore 
''What about some technical Infor 
mat! on and hardware support of peo- 
ple who write games on Itlll" 

I like to think that the 1200 will be a 
successful games machine. Judging 
from Commodore's press launch, they 
certainly teem to have the major soft- 
ies developing garnet utilising the AA 
chlptet. to fingers are crosted. The 
attraction of HAM-8 thould ensure 
that the programming talent moves 
upward to the AA machines, and the 
re- positioning of the ASOO at the CM 
of the 90s should ensure that enough 



What is your one wish 
for 1993? 



That Virgin Games develops its own 
Intellectual copyright figure (like 
Some ; and that It t a smash hit across 
all formats. And that I've got a per- 
centage point In the merchandising 
rights. 



To try and be as Innovative as possi- 
ble with our products, and try to 
eaceed the creative boundaries that 
ealtt now. 



That we can get all our releases out 
on time, that Howard Wilkinson sells 
off our back four In the January sales 
and that our new offices won't be as 
cold as these. Sorry, that was three- 



A two dollar to the pound exchange 
rata. That would make all my other 
wishes come true. And to see Amiga 
CD take off in a big way. 



Not to get too upset when Chelsea get 
knocked out of the FA Cup. 



That there is a huge backlash against 
the video- games -versus -rock-and-roll 
theory and that rock music can force 
Its way back Into the hearts and 
minds of the nation's youth. 



That we can achieve as many tales as 
Street Fighter II did on Super Ninten- 
do and that Commodore finally tends 
us some technical specs. 



Never again stay up all night drinking 
with Ian Richardson at shows. Not till 
the neat one anyway. 



Ken from Ocean doesn't arrange any 
more Industry pa I it shoots 



software gets sold to support invest' 
ment In the Amiga family. 



Obviously the A1200 is a significant 
step forward from the 500/600. 
Whether or not that will provide a 
fresh market for Amiga games Is dif- 
ficult to say. What I can see happen- 
ing is that, given the 25* colours, the 
balance between Amiga and PC prod- 
uct will stabilise. At the moment 
we've only had the machine long 
enough to plan for com pa lability. We 
didn't have suffkient notke for any- 
thing else. 

Again, It's the price. Will anybody 
want to pay (400 for a games 
machine in the middle of a recession? 
I alto think that further price battles 
between Sega and Nintendo will 
make console prices even lower, and 
next year we could see a Me gad rive 
for under a hundred pounds. Drop- 
ping the price of the A600 to (199 
would be a brilliant Idee to pilch II 
against the consoles. 




Have a tidy office. 



For It to be as good at 1992 




To ttop playing Sensible Soccer 
they put an Arbroath side in it. 



jntil That the Manic Street Preachers 
would come round to my flat unan- 
nounced one afternoon for lea. Lots 
of my other wishes have already 
come true this year. 





Andrew Wright 



ft 



Gary Bracey 




Martyn Brown 



Kelly Sumner 




Jeremy Smith 




Simon Jeffery 




Tom Watson 



Dominik 
Diamond 



Li- 




77*£ One? 

Awards 1992 

Last week the computer industry popped on a train to London, drank a brewery of 

beer and attended The One Awards ceremony. Somebody had to stay sober and 
report the proceedings to you, our readers, so straws were picked and after an Edi- 
tor-type decision on the rules of straw picking (according to Dave, the person who 
selects the shortest must nominate the Staff Writer), it was decided that Simon 
Byron should wear the press badge and do a bit of roving. This is his story... 




********************* 

* 
* 



As the year began to 
draw to a close and God 
thought about dimming 
the lights on 1992. the 
game-making big-boys 
attended the showbiz extravaganza 
that was 'The One Awards'. The cer- 
emony was held at an exclusive posh 
hotel in the heart of swanky London 
town and was attended by Fergle. 
who looked simply dazzling as she 
stepped gracefully from the back of 
her regal Mini 1000. Before the 
awards began, everyone was treated 
to a slap-up nosh, courtesy of the 
ever-generous Mike Frey. publisher 
of The One, which consisted of a cou- 
ple of tomato rolls (with optional 
seasoning) for starters, fish and chips 
(straight out of the newspaper, as it 
should be) and jelly and ice-cream 
for dessert. 

Anybody who was anybody 
attended the do'; Oliver Reed. Tom 
Jones, Larry Grayson. Paul Daniels... 
the list goes on. All the top stars 
were eager to sit on The One team's 
table but only exclusive major celebs 
were allowed to rub shoulders with 
the guys, Fergie sat between Dave 
and Gary (which they were rather 
pleased about) and the trio discussed 
the Royals in Crisis scandal at great 
length. Gary, seedy software journo 
that he is, spiked Ferg's drink with 




cheap Sainsbury's Lambrusco and 
the subsequent info that he gleaned 
appeared in several tabloids under 
a pen name. I spent most of my time 
trying to (unsuccessfully) chat up 
Winona Ryder by the fruit machine. 

After the meal, the excited audi- 
ence hushed as Take That upped the 
pace of the already fast proceedings 
and opened the ceremony with a 
rendition of their top-ten hit 'It only 
takes a minute, girl*. Rob Carter, 
dressed in his favourite rave lycra 
shorts and a touch over the legal 
limit, decided that it might be a 
dandy idea to show everybody how 
to dance. When we last saw this sad 
creature he was being wrestled off 
stage by three burly security guards. 

THE AWARD FOR 
BEST GRAPHICS 




Once all the manky fruits and beer 
cans had been cleared from the 
stage, Terry Wogan entered from the 
wings and cracked a few corking 
gags before announcing the winner 
of the Tony Hart Award for Best 
Amiga Graphics. 

After a drum roll, the victor was 
announced • Another World from 
Delphine, awarded because of its 
groundbreaking use of polygon-gen- 
erated visuals that captured the alien 
world feel perfectly. Unfortunately, 
due to Delphine being French and all 
that, there was no-one from the 
Another World team to make a 
speech so the trophy was hastily 
placed in a jiffy bag and sent over- 
seas, recorded delivery of course. 



f 
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LOOK NO FURTHER!! 

FOR THE CHEAPEST AND BEST U 

THE LATEST TOP SO GAMES FOR YOUR AMIGA: 



3D Construction Kit 2 
AlOTank Killer 
Addams Family 
Airbus A320 
Aquatic Games 
Assassin 
Beast 3 

Big Box 2 (10 games) 
Bug Bomber 
Catch'Em 

Championship Manager 

Civilisation 

Crazy Cars 3 

Curse ot Enchantia 

Dune 

F1 Grand Prix 
Fire & Ice 
Golf (Microprose) 
Hagar the Horrible 
Harrier AVBB 

Head to Head (Mig29 vs F19> 

Humans 

Jaguar XJ220 

Jimmy Whites Snooker 

John Madden's 

Kick Off 3 

Kings Quest 5 

Leisure Suit Larry 5 

Lemmings 2 

Lotus 3 

Lure of the Temptress 

Megalomania/First Samurai 

Monkey Island 2 

Nigel Mansell GP 

PGA Golf 

Plnball Fantasies 

Pool 

Premiere 
RailRoad Tycoon 
Red Baron 
Sensible Soccer 
Silly Putty 
Space Crusade 
Space Shuttle 
Special Forces 
Street Fighter 2 
Striker 

Sword of Honour 
Wing Commander 
Zool 



£34.99 

£22.99 

£15.99 

£24.99 

£15.99 

£15.99 

£19.99 

£19.99 

£15.99 

£15.99 

£15.99 

£22.99 

£15.99 

£22.99 

£19.99 

£22.99 

£15.99 

£22.99 

£15.99 

£27.99 

£22.99 

£19.99 

£15.99 

£14.99 

£15.99 

£15.99 

£2599 

£25.99 

£15.99 

£15.99 

£19.99 

£19.99 

£24.99 

£15.99 

£19.99 

£15.99 

£15.99 

£19.99 

£22.99 

£22.99 

£15.99 

£15.99 

£15.99 

£34.99 

£22.99 

£17.99 

£15.99 

£15.99 

£19.99 

£15.99 



The above represents only a very small 
selection of titles that we stock. If you do not 
see what you want listed, please give us a 
call. 
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Given me nature o> games publishers, we can not guarantee mat all me above Mil be released by ^ 
the Ome this advert appears . Please cell us to check avaaabrtfly to avoid disappointment. 

Post & Packaging £1 .50 - Securicor £5 * 

48 hour despatch (cheques 7 days) ^ 
Cheques should be made payable to SoftStore ^ 

Access and VISA cards accepted * 
SoftStore, Depl DTO, PO Box 1720, Slough, SL3 0YX ^ 

0753-683336 

******************** 
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Star guest Arny 'Robocop' 
Schwarzenegger jokes 
with nominee* after the 
show. Will he be at next 
years awards? 'I'll be 
beck," he replied?!?! 




Who* thet girl?!? 
Why. It's none other 
than Material Girl' 
Winona Ryder, star ot 
TVs fleatfejufco. "Not 
tonight, luvt.' the 
light, I We got A 
headache. "M?!?!?? 




E ONE AWARDS 1992 



THE AWARD FOR 
BEST SOUND 




Next up was the Van Gogh Award 
lof Best Amiga Sound (which is given 
to the game which contains the best 
overall use of music and sound 
effects). This trophy was presented 
by Cliff Richard, complete in lovely 
tennis togs, and after a few gags it 
was down to the nitty-gritty. 

The drum rolled once more, the 
computer musicians fidgeted and 
tried to hide their already-prepared 
acceptance speeches in their jackets, 
women fainted with all the tension 
until, after what seemed like an eter- 
nity, the winner was announced - 
Wizkid. music written by Richard 
Joseph. A popular choice, it seems, 
the music and sound effects suited 
the game perfectly with jolly tunes, 
interesting 'farty' noises and a gen- 
eral 'fun' feel. 

A giant video screen flickered into 
life and a huge, beaming Richard 
began his speech: "I'm sorry I can't 
be there in person to collect this 
prestigious award so I was wonder- 
ing if you could download it to my 
deposit account as soon as possible." 
Charming! Chris Chapman, pro- 
grammer of Sensisoccer, staggered 
up to collect the award on behalf of 
Richard and he went straight over to 
his great Sensible mates who were 
being anything other than sensible. 

THE AWARD FOR 
BEST TECHNICAL 
ACHIEVEMENT 



Ell- 



in this category. DCD's Kevin Bulmer 
fought his way through the throngs 
of industry bods and took to the 
microphone: "Ladies and Gentle- 
men, I don't know what to say! 
Words cannot adequately express 
how honoured I feel to accept this 
award. It must be said that this 
award is not just for me, it's for the 
for the whole team. I'd like to thank 
Ian Downend for thinking laterally. 
Graham Lilley and Paul Woakes for 
their unstinting efforts, Nigel Bune- 
gar, Steve Drysdale and Mo Warden 
for their tireless work in the graph- 
ics department and finally the won- 
derful David Upchurch [BSc] for 
accepting the huge bribe. Thank you 
all!" 



THE AWARD FOR 
MOST ORIGINAL 
GAME 




1 



2 




Time for the Christopher Biggins 
Technical Achievement Award and 
the atmos in the vast hall was so 
razor sharp that Dave cut his face 
when he stood up to visit the toilet. 
This particular trophy was presented 
by Arnold Schwarzenegger who, 
with a minimum of fuss, announced 
the winner - Legends of Valour, 
developed by DCD and published by 
US Gold. 

An impressive display of pro- 
gramming trickery. Legends 
r«^B was the only serious contender 



the stage to accept. "Your Royal 
Highness, Lords, Ladies and Gentle- 
men, it is my great privilege and hon- 
our on behalf of all of us at Sensible 
Software to take this well earned tro- 
phy and ram it up my bottom. Thank 
you very much indeed." 

THE AWARD FOR 
BEST SOFTWARE 
HOUSE 



THE A WARD FOR 
BES T GAME OF THE 
YEAR 




By now the show was over-running 
by about an hour so the display by 
the Red Arrows had to be cancelled. 
Major Tom Crazyman was, by way of 
compensation, asked to present the 
Stock, Aitken and Waterman Most 
Original Game Award. The clear win- 
ner was - ta-daa! - Wizkid, the wack- 
iest concept this side of pump-action 
toothpaste. 

Chris Yates, Sensible's drunken 
representative, staggered to the 
front: "Firstly, I would like to thank 
me for all the time and effort put 
into this game. 1 would also like to 
thank me for putting up with com- 
ments like 'Oh, It doesn't scroll' and 
'Wouldn't it be nice if...' but most of 
all I'd like to thank The One for 
thanking us to thank me to thank all 
the kids out there for NOT BUYING 
THE [censored] GAME." 



THE AWARD FOR 
BEST PROGRAMMER 
OR PROGRAMMING 
TEAM 

People were beginning to get a little 
bored now and over at the Ocean 
table Ken Lockley had built an 
impressive card tower which had 
reached six levels before Jim Willis 
(remember him) decided to pass 
wind. Meanwhile the roller-coaster 
ride of a ceremony continued in 
earnest with the Amos Professional 
Programming Award, presented by 
Jason Donovan. 

The winner was - wait for it - Sen- 
sible Software and Jon Hare leapt to 




My 



The awards were reaching their spec- 
tacular climax - only three more to 
go! Sue Pollard exploded with all the 
excitement and had to be swept up 
by Jim Nettles who was, by now. 
fully tanked up. Don Brennan was 
wheeled on to present the Can't 
Quite Think Of A Pun For This Best 
Software House Award. For the first 
time in its brief history, it was decid- 
ed by the powers that be (namely us 
three) that it should be a tie between 
Team 17 and Renegade. 

Martyn Brown from Team 17. 
groggy but nevertheless ecstatic, 
beat Tom Watson from Renegade to 
the mike and began to speak: 
"Luwies... darlings... it is with (snif- 
fle) great pride that I accept this 
(sniff) prestigious award on the 
behalf of Team 17. We would like to 
thank everyone concerned for their 
fine input, the magazine types for 
their (sniff) support and absolutely 
everyone (sniff) who went out and 
bought themselves a Team 17 game. 

"What with this and Leeds win- 
ning the championship (sniffle) this 
has been a truly remarkable and 
highly memorable year for everyone 
at Team 17 and we can promise 
everyone out there that we will do 
our best to make sure we can make 
a similar acceptance speech next year 
too. We would also like to offer a 
handshake to the Renegade bunch - 
we are happy to share this magnifi- 
cent award with them. Cheers!" 

Then, Tom Watson eagerly 
grabbed the mike from Martyn and 
launched into his speech: "It's been 
a good year for Renegade," he 
grinned, "having had the privilege of 
publishing two of the finest games 
of the year, namely Fire & Ice and 
Sensible Soccer. In addition, we have 
been able to follow through on a 
number of early promises, such as 
publishing CD games at a lower RRP 
than floppy and, hopefully, offering 
consistently good value for money 
for consumers and good creative 
conditions for developers, along with 
excellent rewards. If 1993 is half as 
good we'll be more than happy." 

The proud winners then started 
wrestling for the trophy, as we'd 
been too stingy to make two. 




So here it was - the greatest acco- 
lade that can be bestowed on a sin- 
gle game. A truly great prize like this 
obviously requires some mega- 
superstar to present it so who bet- 
ter to perform the duties than the b> 
the now-tipsy Winona Ryder? After 
a dazzling display of wit and genei 
al well-observed social comments it 
was down to the real Issue - name- 
ly the Bunny Bricks Game of The Year 
Award. 

Certain software executives 
couldn't take the strain and four or 
five of them had to make a beeline 
for the toilets to change their under- 
garments. The drum rolled for the 
final time and Winona announced 
the winner - Sensible Soccer. Let's 
face it there was only ever one real 
contender and Chris 'Chappers' 
Chapman was already half way to 
the podium when the winner was 
announced. 

"When we first discussed writing 
Sensisoccer we were still spending 
two hours a day playing another 
tooty game. We really enjoyed play- 
ing it and have always admitted that 
it gave us many ideas. Now we rest 
our coffee cups on it. Whilst other 
football games continually shoot 
wide or hit the post we intend to 
volley high into the back of the net 
every time... Thanks for nothing, 
where's the bloody trophy?" 

And so. final award presented, 
the crowd degenerated into a fren- 
zied mass. Everybody agreed that 
the show was an immense success 
(especially the Sensible lads) and left 
feeling content with life, already 
looking forward to next year's cere- 
mony. From all of us here at The 
One, Merry Christmas and a snap- 
happy New Year. 



FOOTNOTE 

Apart from the sincerity with 
which the awards were presented 
and the acceptance speeches 
(which are absolutely authentic - 
hard to believe, isn't it?), every- 
thing else was totally fabricated. 
There was no ceremony, no 
famous celebs, not even any real 
awards - tight, aren't we? 
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PREVIEW 1993 



1993 



FASTER, 
HIGHER, 
STRONGER... 

Amiga games than 1992 
- and looking at some of the titles coming our way in the next twelve months, you'd 
have to go along with them. Over the next three pages we've accumulated the pick of 
what we believe will be some of the biggest, baddest and - yes! - beefiest games of the 
coming year. Of course, this is by no means a definitive guide - a year is a long time in 
software, and we can't predict everything - but we're pretty sure that most of those 
mentioned here will be figuring pretty prominently in 1993's software scene. Take it 
away, Nostradamus... 



...Three words that, 
with any luck, should 
do nicely to describe 
the general quality 
level of the Amiga soft- 
ware that we'll be see- 
ing over the next year. 
As you've already read, 
most of the software 
industry is in agreement 
that 1993 should be an 
even better year for 



JURASSIC PARK 

Ocean 

"In terms of profile. Jurassic Park Is 901ns 
Co be the next Star Wars.** 

Everybody in the know agrees - there's only going lo be ONE film worth 
watching next year and it's Jurassic Park. Steven Spielberg's latest and 
- if early rumours are to be believe - greatest. The film, which tells of 
a safari park set on a tropical island where the star attractions are not lions 
or tigers but genetically-engineered dinosaurs, is said to be the most expen- 
sive movie ever made and premieres in the US in June. The special effects 
are supposed to be THE most amazing yet seen and, as we get closer to 
the film's UK release this Summer. Jurassic Park mania is almost certain to 
hit fever pitch. This is going to be a monster movie in more ways than one. 

Never one to miss out on a good money-spinning opportunity. Ocean 
safely tied up the rights to this one some months ago. and already has the 
game well underway. It's being co-developed by two teams, one here in the 
UK and the other in Ocean's new US offices in San Jose. Would you believe 
us if we told you that Spielberg himself is personally overseeing the game's 
development? Probably not. but that's what we hear. One thing's for sure, 
however • this is NOT going to be just another platform game. Firm details 



are scarce because the game, like everything else connected with the whole 
Jurassic Park project, is being kept strictly under wraps until the last minute 
"I think we have a number of titles which stink of quality, but in terms 
of profile, Jurassic Park is going to be the next Star Wars." says Ocean's Gary 
Bracey, who's overseeing the game's UK development. "And we have an 
incredible game design to match, which is going to be totally unlike any 
other movie-style game that we've ever done." Bracey is never one to under- 
sell his forthcoming games, but you get the impression that he's not exag- 
gerating when he talks about Jurassic Park. We shall know more soon... 

RELEASE: Autumn 
BIGNESS FACTOR: •**•* 






BATAAAN RETURNS 

Konami 

"We've made the graphics as dramatic as 
they could possibly be." 

Originally to be produced by Rage (who did Striker), Batman Returns 
is now being produced by Denton Designs and takes the form of a 
scrolling platform -based beat-'em-up. Each of the five levels is based 
on a specific film scene, from the early punch-up at Gotham Plaza through 
rooftop battles with Catwoman and the local cops to the final confronta- 
tion with the Penguin In the city's sewers. 

"The game's been done in the arcade style, but we've made the graph- 
ics and backdrops as dramatic as they could possibly be," says programmer 
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iohn Heap. "Warner Bros wanted the game to look as much like the film as 
sossible " Gamep lay- wise, John is keen to stress that although ifs a scrolling 
platform thing, the combat is not to be played down. "I'd say that the com- 
oat will be comparable to something like Street Fighter II," he claims. 

Batman certainly won't be left wanting for equipment to help him in his 
fight against crime - the game has him kitted out with an array of weapon- 
ry, including batarangs, the decapitating batdiscs and the famous grap- 
pling gun. The four-man Batman team has been working for just over three 
months and the project is scheduled to be finished by the end of February. 



RELEASE: SPRING 



BIGNESS FACTOR: 



SYNDICATE 

Bullfrog 

'•We've taken a totally original concept and 
turned it into an exciting action game 



A game which might be better known to readers of The One as its 
working title BOB, Syndicate is the first Amiga game from Bullfrog 
since Populous II a year ago. And although it's not as strategy-led as 
Ihe blockbusting God-sim sequel, it's no less ambitious. Set in the far future 
where the human population is controlled by microchips implanted in their 
brains, the game casts the player as the head of a multinational company 
bent on increasing itsglobal powerbase. 

Achieving that task 
means wiping out the 
seven other corporations 
(each have the same aim) 
by issuing orders to the 
computer-controlled citi- 
zens. Orders can be any- 
thing you like - you can 
instruct somebody to be 
nice, or mow down a bus- 
load of grannies with an 
Uzi. "It's very violent 
stuff," says Bullfrog's 
Peter Molyneux of programmer Sean Cooper's creation. A link-up mode 
allows up to eight people to play against each other and Bullfrog is con- 
fident that, despite the game's complexity, anybody will be able to 
master it in under a minute. 

"It's not a God game like Populous," explains Peter. "It's more 
like a cross between Paradroid and ... oh, I don't know what else. 
It's more arcadey than strategic." After fourteen months 
work. Syndicate is nearly complete, and scheduled to be 
released in a couple of months. Peter is confident that 
it is going to be B.I.G. "What we've done is to take a 
totally original concept and turn it into an exciting 
action game, and we've done it in a way that is more 
graphically pleasing than anything you've ever seen 
before," he says. You can judge for yourself soon. 

RELEASE: IMMINENT 
BIGNESS FACTOR: * #,# 



Judge Dredd' Grant, Lobo is an alien with a serious personality problem - 
he can't help but kill, maim, destroy and blow up every thing and person 
he sees. Needless to say, Lobo is seriously violent, and Ocean's Gary Bracey 
is insisting that the violence will NOT be toned down for consumption by 
Amiga gamers. "Absolutely not," he says, "tt will be as violent, but the vio- 
lence is very tongue-in-cheek. It's funny because it's so over the top. We 
wouldn't want it to look too realistic." 

The project is in the hands of James Higglns, the programmer who 
brought The Addams Family to the Amiga with no small amount of success. 
Does this mean we can expect more platform exploits for our violent hero? 

"I d rather not say. but it will be a little bit different.'* is all Bracey will say. 

RELEASE: Autumn. 
BIGNESS FACTOR: **** 



APOCALYPSE 

Virgin 

"Apocalypse is going to 
game. It's excellent." 



be a bloody big 





Pi 



LOBO 

Ocean 



The violence will be very tongue- 
in-cheek. It's funny because it*s so 
over the top.** 



L robably one of the 
longest-awaited 
games so far this 
decade, Apocalypse 
first turned up well 
over a year ago and has 
been kicking its heels 
ever since. Originally 
created by the now- 
defunct Strangeways 
team, the fast-moving 
helicopter shoot-'em- 
up was sent into limbo 
after the demise of Mir- 
rorsoft. Fortunately, the project was deemed too good to let rot. so was 
promptly snapped up by Virgin and handed over to fledgling development 
team Miracle Games, who are now getting on very welhwith it. thank you. 

"We've kept around 90% of the original graphics and about 50% of the 
original code." explains Miracle s Delvin Sorrell. "It's certainly a lot better 
We've padded the gameplay so it lasts for a longer period, 
and we've slowed the helicopter down so the screen doesn't 

blur any more." 

The padding that Delvin refers to includes a whole 
host of new features, including wounded soldiers and 
medical teams, improved ground enemies like jeeps 
and missile-tiring men. and a jungle sub-level that 
appears before each of the game's major stages. 
The basic Chop lifter-style gameplay, however, has 
not been tampered with. 
"Apocalypse is going 
to be a bloody big 
game. It's excellent," 
claims Delvin. It'll have 
to be - we've been 
waiting for it for nearly 
two years. The team's 
been on the project since 
June, and it's scheduled to 
finish in February. Seeing as 
this was one of the most 
promising blasters going when we 
first saw it. Apocalypse is showing signs of 
being a big 'un. 



W 



ho the Hell's Lobo? Well, if you knew any- 
thing about comics you would definitely NOT 
be asking that question. Created by Alan 




RELEASE: SUMMER 
BIGNESS 
FACTOR: #### 
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SPLASH JORDAN 

Millennium 

** This same will more than live up to the 
James Pond reputation - it's miles better 
than Robocod." 



BODY BLOWS 

Team 17 

"We*ve seen the competition and. to be 
frank, it's not up to much." 



N 




ow the star of three 
games and rapidly 
growing in stature, 
so much so that he now 
rivals even Sonic the Hedge- 
hog in terms of cult popu- 
larity (are we sure about 
this bit? - Ed). James Pond 
will soon be making his 
fourth Amiga appearance in 
Splash Jordan. The original 
title of Splash Gordon was 

changed after it was decided that it was just a teensy bit too similar to the 
comic strip hero it parodies. 

In this third James Pond outing (fourth if you count the Aquatic Games), 
the nefarious Dr Maybe has been spotted on the Moon and Pond is dis- 
patched to find out what he's up to. As it turns out. Maybe is mining the 
moon's valuable cheese resources with a view to flooding the market with 
the stuff and so destabilising the world economy. The lunar setting has 
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kay. so after all the fuss it turned out that Street Fighter II isn't ha* 
bad. But here's a school of thought at Team 17 that the blockbusr 
ing conversion's reign will be short-lived. Team 17 has so f*» 
trounced all opposition in every arcade genre at which it s tried its nana 
and the evidence to date suggests that Body Blows will be no exception 
Team 17 make no bones about it - this is a no-holds-barred attempt tc 
outdo Street Fighter II and claim the beat-'em-up crown. The game has 
two modes - an arcade game where the player chooses from four hero« 
and fights against seven enemies and ultimately the evil MAX. and a tour- 
nament option where up to eight players select from ten fighters and par 
ticipate in a round-robin knockout competition. 

Like Street Fighter II. each char- 
acter has their own fight style ano 
special moves, but there the simi- 
larities end. Team 17 is pulling out 
all the stops to technically outgur 
every other beat-'em-up on the 
market. The features promised 
include copper-shaded animatec 
backdrops, super-fast scrolling ano 

•ond's designer Chris Sorrell to implement some'new game ideas animation, fighters 120 pixels high, speech and 
- there's no atmosphere on the moon, so Pond wears special gravity boots "We aim to create the most techn.ca ly advance* PWY ^ *' C * d ~^ 

enabling him to walk on walls and ceilings. In addition. Pond flies from level beat-'em-up available.'' says Team 1 7 s Martyn Brown. We ve seen the 

to level in a rocket by selecting his destination from a moon map. competition and. to be frank, it's not up to much. Sport.ng massive graph 

•We re trying to structure the levels to incorporate more story element." ics. 32-colour action, 10 characters and other features you won t get any- 

says Millennium's Ian Saunter. "We don't want the game to be just one where else, it will kick ten bells out of the opposition, 

platform level after another. But the game will be much bigger and faster Over-ambitious? We'll have to wait and see... 
than Robocod. We've been working on it since last November, so this is 




Bullish? Certainly 



by far the longest Pond project yet." 

Pond has a new ally for this latest adventure - a trainee FI5H agent called 
Phineas Frog. 'Phineas will crop up from time to time, and the player will 
be able to switch control to that character." Ian explains. "In a two-player 
game, the second player will control Phineas." Graphically. Millennium's 
going for an even wackier look than in previous Pond games - because the 
moon is made entirely from dairy products, there will be custard lakes and 
butter mountains to negotiate, and ice-cream wastelands at the polar caps. 

"Splash Jordan won't be entirely like Robocod," Ian concludes. "It will 
have platform elements, but also many other kinds of obstacles. The game 
will more than live up to the James Pond reputation - it's miles better than 
Robocod, and I think it will do very well indeed." We're inclined to agree. 

RELEASE: SPRING 
BIGNESS FACTOR: 



ALIEN BREED 2 

Team 17 

"l# anyone has enjoyed the original, they'll 
soil their pants playing this!" 



RELEASE: SPRING 
BIGNESS FACTOR: 

SENSIBLE SOCCER 2 

Renegade 

"This one will render all other soccer games 
null and void. 9 * 

Aaah. NOW we re talking. The sequel to THE biggest and best game of 
1 992 is officially on its way. although it's not expected to arrive until 
[he end of the year. Will it be worth the wait? According to Sensi- 
ble Software's Chris Yates, you can bet on it. "This one will render all other 
soccer games null and void," he says. "It's going to be a totally complete 
game on a world basis." 

Although Sensible have already got plenty of ideas for the sequel, the 
design is far from finalised, and with programming work still to begin, 
there's little more to say or show as yet. Some kind of player/manager 
aspect is expected, as is a truly global feel to the game, as opposed to the 
first game's European arena. One thing's for sure, however - it won't be 
called just Sensible Soccer 2. "We'll come up with a different name," says 



RELEASE: Winter 1993 
BIGNESS FACTOR: 



Alien Breed is BACK, and the company is promising big things of it. Chris. It's twelve months off and we're already counting the days... 
This time the action is to be based on a far-out planetary colony and 
is to incorporate bundles of new features based around the same 
Gauntlet-style game design. Expect to see new aliens, more weapons and 
deeper missions with objectives like hostage rescue. 

"Alien Breed 2 will take the game to dizzy new heights." claims Martyn 
Brown of Team 17. "There will be even BETTER graphics and effects, more 
on-screen action and stunning all-new soundtrack. If anyone has enjoyed 
the original, they'll soil their pants playing this." There's also the possibil- 
ity of a dedicated Al 200 version, although no decision's been made as yet. 



RELEASE: SUMMER 
BIGNESS FACTOR: * 




AND OF COURSE... 

There are plenty of others due to bust big blocks this year, but you're no 
doubt utterly sick of hearing about them within these pages by now. so 
just for the sake of completeness, let s not forget about the likes of The 
Chaos Engine (next month). Desert Strike (March). Frontier (Jan/Feb). 
Overdrive (Spring), The Second Samurai (Spring) WWF2 (Jan/Feb), Super- 
frog (Spring). Uridium 2 (Spring) and many, many more... 
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Now AMOS has 
turned Professional! 

AMOS The Creator has brought programming within (he 
reach of over 50,000 Amiga users. Now it has been given a 
complete overhaul and the result is a vastly enhanced 
product - AMOS Professional - designed for all experienced 
Amiga programmers. j 

AMOS Professional has 200 new commands taking the total to over 
700. Included in the package is a 650-page manual written by Mel [ 
Croucher who wrote the highly-praised Easy AMOS manual, and 
Stephen Hill who wrote the original AMOS manual. Programs 
Written using earlier versions of AMOS and Easy AMOS can be 
loaded into AMOS Professional for amendment or enhancement. 

HBBI 
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Write prvgnim> Bfft ente iismtf tttf/MWl 
fvtkiil Editor 



Track down problems fuit in ihr Afiwinvrf 

\t("l!.'.» Mhk 



You iu« iff wnoifi f»> - File C fails showi 



• On-line help provides details of the command at the 
cursor position - another click lakes you to a fully 
documented working example. 

• A new editor with drop-down menus, keyboard macros, 
advanced undo/redo, and multiple windows on screen. 

• IFF animation playback that runs faster than in DPaint. 

• MED music library support with MIDI data send, Noise 
Tracker support, easier access to the printer, sen.il and 
parallel ports and much more. 

• MOUTH commands to link sprites to speech output 
from the SAY command to create a realistic talking head. 



• Two discs crammed with working examples, and tutorials 
demonstrating AMAL, the new AMOS Interface system, 
collision detection and other key topics. 

•A selection of new highly-finished programs, 
including Planet Zybe* (a scrolling shoot'em up). 
File O'Facts (electronic data organiser), Quatro (puzzfe 
game) and Dilhell's Wonderland (an eight-way^ 
scrolling platform game). 

Hie result is | BUfa gj which will more than satis fy home 

ami pro fessional AMOS users. It's fun to use , lots to learn - 

ft essential for the Ami ga. 



An easy introduction... 

If you're a complete beginner to programming you can make your 
Amiga really work for you! Easy AMOS is a simplified, ultra-friendly 
version of the best-selling AMOS Basic programming language, and it 
will propel you into a fascinating world. 

YOU will learn how to: * Produce impressive graphical effects •Create 

and animate colourful' objects • Scroll large text across the screen Omk im t*k**g MMWl 
• Make your Amiga actually talk • Add music to your creations ™< h ■« I"*** u, "' r 

Turn your ideas into reality - arcade games, adventures, computer art, cartoon animations, home 
finance, educational software, demos. . . the list is endless! 

Packed with ready-lo-run programs, you can quickly understand how they work, and use the ideas 
in your own programs. There's a 2u-lesson course to take you through the steps of programming. 



Easy AMOS 's ste y-by -stc/i anil fun ap proach is the simp lest 
ami eiisiest route to writin g y our awn sti/fwwr. 

EASY AMOS KK?LTKLS 1 MB OB MORF. OF RAM AND THREE BLANK 
DISCS AMOS rROFESSK INAl KtOLlKES 1MB OR MORF l >r RAM. 
TO UPGRADE TO AMOS PROFESSIONAL CONTACT DATABASE DtRF.CT 
ON 161 .W 2*1 AMOS PROFESSIONAL AND EASY AMOS ARE STOCKED 
BY MOST COMPUTER SOFTWARE RETAILERS 
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GAMES 



AQUATIC GAMES 

ARSENAL FC 

AT AC... , 

A TRAIN 

AWARD WINNERS 

ADOAMS FAMILY 

ABANDONDED »LACES 

AIRBUS 

AIR DUEL 

AIR SUPPORT 

AIR WARRIOR .. 

AGONY 

ALIEN BREED - 

ALIEN STORM 

APIDVA 

ARCHER MACLEAN'S POOL 

ASSAULT ON ALCATRAZ 

B17 FLYING FORTRESS (IM) 

8C. KID 

BACK TO THE FUTURE ML 

BEAST 3 

BILL'S TOMATO GAME 

BILLY THE KID 

BIRDS OF PREY 

BLACK CRYPT 

BLUES BROTHERS 

BLUE MAX,.- — 

BONANZA BROTHERS 

BUG BOMBER 

CALIFORNIA GAMES 2 

CAMPAIGN 

CARL LEWIS CHALLENGE 

CASTLES. 

CHAOS ENGINE 

CHASE HQ II „ 

CHUCK ROCK 2 

CIVILISATION (IM) 

COVERT ACTION 

CRAZY CARS 3 

CRYSTAL KINGDOM DIZZY 
CYBERCON III 



ST/Amiga 



17.99 

16.99 

2199 

-2**9 

17.99 

16 99 

1899 

2*99 

2399 

17.99 

26.99 

17.49 

.1Z99 

_ 17.49 

1699 

17.99 



DARKMERE 

DEMONS GATE - 

DEUTEROS 

DIZZY COLLECTION 
DISCIPLES OF STEEL 

D-GENERATION 

OOJO DAN 

OOODLE BUG 

DOUBLE DRAGON HI 

DUNE-, 

OUNGEON MASTER . 

OYNABLASTER 

EASY AMOS 

EPIC 

ESPANA GAMES 92 



- ■ ■18'09 

,„^™™ 23 S9 

1799 

WHli m h tHfi.t.i 17. ^9 

.,.. tL . | . I?" 

16 99 

16 99 

- ...17J9 

17.49 

22 99 

mitiiMiiiiiH ^7 99 

22.49 

- . i ■■♦ -■ ■ ■ -25 9^ 

1B99 

, 20 99 



PC and SEGA games 

aiso avatfabfa 
PLEASE RING FOR 
DETAILS 



Mobile: 0831 233242 

Opening Hours: Mon - Sun 9am to 9pm 

No Personal Callers 
Compilations and many more titles available. 
K not listed below, ring for details!! 



PROMPT 
SERVICE!! 



EYE OF BEHOLDER 2 (IM) (AO) 24.49 

EUROPEAN FOOTBALL CHAMPIONSHIP 17.99 

F15 STRIKE EAGLE II 22-99 

FORMULA ONE GP 23.49 

FIRE FORCE 18.99 

FIRE & ICE - -.17.99 

FIRST SAMURI (* MEGALOMANIA) 20.99 

G-LOC 1699 

GAUNTLET III 16.99 

GRAHAM GOOCH 20.99 

G. TAYLORS SOCCER CHAU 17 49 

GOBLINS _ 1BJ9 

GOOS 17.49 

GUNSHIP 2000 2399 

GUY SPY - 26.99 

HARLEQUIN .,,„ ..,..,...„- 1HM> 

HEIMOALL 24.49 

HEROOUEST(IM) _ 17.99 

HOOK ,__...„... 17.99 

HUMANS -„™™ — 20 99 

INDIANA ATLANTIS ADV 22.49 

INTERNATIONAL SPORTS CHALLENGE .21 99 

IAN BOTHAM 17.49 

INDIANA JONES FATE OF ATLANTIS 22.99 

ISHAR 2249 

INDY HEAT 17.99 

JAGUAR XJ2200M) 17.49 

JAMES PON0 2 - ROBOCOD 16 99 

JIMMY WHITE'S SNOOKER 19.49 

JOHN MADDEN (AO) 17.49 

JOHN BARNES (1M)-.. m 1699 

JONES IN THE FAST LANE 23.99 

JACK NICKLAUSOM) 19,99 

KICK OFF 2 (IM) 1S 99 

KID GLOVES II - _ 17.49 

V i M A N't I A 70 *W 

LAZER SQUAD 2 17.49 

LEANDER 1699 

LEGEND 17.99 

LEISURESUIT LARRY 5 (IM) (AO) 23.49 

LEMMINGS II - 17.99 

LETHAL WEAPON 3 17.99 

LOCOMOTION 17.99 

LOTUS ESPRIT TURBO 2.-.. 17.49 

LOTUS CHALLENGE 3 17 99 

LIVERPOOL 16.99 

LORD OF THE RINGS (AO) _ 19 99 

LIFE & DEATH , .. 17.49 

LURE OF THE TEMPTRESS 21.49 

Ml TANK PLATOON 20 99 

MAGIC POCKETS 16.99 

MAN UTD EUROPE 16-99 

MANAGER 21.49 

McDonalds land .... 17.99 

mega fortress .2049 

mega sports 18 99 

mega traveller ii 20.49 

MlG 29 SUPER FULCRUM 24 99 

MONKEY ISLAND II -24.49 

MICROPROSE GOLF (IM) 23.49 

MIGHT 4 MAGIC III 24.99 




MYTH Z. 

NIGEL MAN SELLS W CHAMPIONSHIP 

NO GREATER GLORY 

NOVA 9 „ _ 

OUTRUN EUROPA 

PACIFIC ISLANDS - 

PGA TOUR PLUS _ 

PINBALL DREAMS (AO) 

PARASOL STARS „ 

PINBALL FANTASIES 

PITFIGHTER 

PLAN 9 FROM OUTER SPACE 

PREMIER MANAGER ,.. 

PRINCE OF PERSIA 

POPULOUS II|IM) 

PROJECT X 

PREMIERE (AO) 

pu t rv -t**i*»i-i_iL UU >i.»*<»*4*****-i*p****»*-*i>**--* 

PUSHOVER ™™— ™ 

RAILROAD TYCOON (IM) ™. 

RBI 2 BASEBALL (AO) 

REACH FOR THE SKIES-- 

REALMS (1M). 

RED BARON (IM) 

RED ZONE — ~ 

RISE OF THE DHAGON (1M) (AO) 

ROAD RASH„ 

ROBOCOD ~ 

ROBOCOP III 

ROOKIES 

RUGBY WORLD CUP 

RISKY WOOOS 

SENSIBLE SOCCER 

SHUTTLE THE SIM ^ 

SILENT SERVICE II - 

SIM ANT , , .. ■ -™. 

SIM EARTH km 

SIMPSONS - 

SPACE CRUSADE , — 

SPACE GUN - 

SPECIAL FORCES (IM) 

SPEEOBALL II 

STRIKER..—. — _ i 

SWITCHBLADE II - 

TEAM YANKEE II 

TINY SQUEAKS 

TITUS THE FOX.... 

TERMINATOR 2 

THEIR FINEST HOUR 

TIP OFF 

TOKI . j i.uMi" h m N i i m t*+m **** hh> i wmtit 

TOUCHLINE MANAGER 

TV SPORTS BASEBALL 

TRADERS 

TROODLERS ~ 

ULTIMA 6 

UTOPIA 

UTOPIA -DATA DISC 

VIDEO KID - 

WILLY BEAMISH 

WING COMMANDER ~_ ... 

WWF WRESTLING _ 



17 49 

—2299 

23.99 

. 23 99 

16 99 
18.99 

.2299 
.16 99 

16.99 

-21.99 
.... 17.99 
. .23.99 
...21.99 

17 49 
19.99 

.1799 
.21.99 

17.99 

. 16 99 
.22 99 

16.99 

2299 
2049 
. .24.49 
....17 49 

24.49 

17.99 

.16 99 
1699 

17.49 

1699 

17.49 

. .16.99 
. 28 99 

22.99 

.....22.90 
.-27.49 

16.99 

. .17.99 

1699 

22.99 

1699 



WIZZ KID 17.49 

WORDWORTH V 1.1 SPECIAL OFFER 59.99 

WORLD CUP CRICKET (1M) 17.49 

ZOOL 17.00 

BUDGET 





ST/Amiga 




6.99 


ARKANOIDH 




BARBARIAN II 


a 99 


BATMAN THE MOVIE 

BUBBLE BOBBLE * 


i t..|.(|.„W.IW 

- 6,99 


CARRIER COMMAND .. 


899 

* F*. t. . .9 99 


CJ. IN THE U SA 


6-90 


CYBERBALL 


ft 99 


DIZZY / YOLK FOLK 




DOUBLE DRAGON. 

FALCON — ™ 

FANTASY WORLD DlZZY 


6.99 

-.1249 
6.90 


FIRST DIVISION MANAGER 

F!6 COMBAT PILOT - 


i .-899 


GHOSTBUSTERS II 




GAUNTLET II - 




HEAD OVER HEELS 


j 6.90 


r m fa- w » »«»^r^ ft" 


7 Of) 


IK*- i i ■ ■ 'i t — i 




JAMES POND. — 

JET SET WILLY (AO) .'. 


AM 


KID GLOVES .- m v-n-i- 


■ mimi|iHHu *D 1 96 


K O 2 RETURN 

KO 2 W TACTICS 


7Q0 

■ HI MtltVI +7*99 


LOTUS ESPRIT 

MANCHESTER UTD 


*t*t i*nn***.p*i*fi*iiiM 
7.99 




.899 

•nti4ttt*ttttp*i fa5fi 
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Indiana Jones IV - Graphic Adventure 


(US Gold) 


60 


Cobliins 2 


(Coktel Vision) 
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TV Sports Boxing 


(Mindscape) 


64 


Waxworks 


(Accolade) 


66 


Ugh! 


(Global Software) 


68 


Street Fighter 2 


(US Gold) 


72 


Leeds United Champions! 


(CDS) 


74 


Cool World 


(Ocean) 


76 


KGB 


(Virgin Games) 


78 


Alien 3 


(Acclaim) 


80 


Robosport 


(Ocean) 


83 


Cytron 


(Psygnosis) 


84 


Tearaway Thomas 


(Global Software) 


86 


Krusty s Super Funhouse 


(Acclaim) 



THE SCORES 



All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 



mean? 




0-2S 


Rubbish. Offensively low quality. 


26-49 


Below average. Not acceptable by today's 




standards. 


50-60 


Above average. But still plenty of room for 




improvement. 


61-70 


Fair to good. Lots of nice points, but in no 




way perfect. 


70-80 


Pretty smart. Above accepted standards. 


81-90 


Extremely good. Top notch impressiveness. 


90 + 


Simply excellent. Breathtaking. 



THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 
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NDIANA JONE 

and the 

FATE of ATLANTIS 



s 



David Upchurch visits 
Iceland, the Azores, 
Monte Carlo, Algiers and 
fabled Atlantis, battles 
Nazis and saves the 
world, all in the compa- 
ny of a beautiful woman 
- and he never has to 
leave the comfort (?) of 
the office once... 



MEET THE CAST... 



When Indy and his pals rode off into the 
sunset at the end of The Last Crusade, 
I'm sure that I wasn't the only one 
wiping a small tear of sadness from my eye - this 
was, after all, the last time that I'd ever see my 
favourite adventure hero on the big screen. I 
know that Lucasfilm are doing The Young Indiana 
Jones Chronicles on TV, but from what I hear 
these are less rip-roaring adventures, more meet- 
famous-people-from-history, 'edutainment'-style 
affairs. Not quite what I'm after, really. 

At least Indy fans can rely on LucasArts 
to keep coming up with the goods. Fate of 
Atlantis is a huge advance on their antiquated 
Last Crusade tie-in in just about every way 



imaginable. It's bigger, prettier and friendlier ... 
but there's a big, big price to pay, and you can 
either guess what it is or hurry to The Verdict and 
find out. 

Once again the Nazis are causing a bit of 
bother. This time they're trying to find Atlantis 
where, it's believed, lie secrets that could give the 
evil Sausage Munchers to power to rule the world 
And, once again, it's The Man With The Hat who 
has to save the day. But he's not expected to do it 
all alone - the voluptuous Sophia Hapgood, 
another of Indy's old flames, is on hand to help 
and occasionally hinder. Can they reach the fabled 
Lost Continent before the boot boys? It's all up to 
you... Does The Hat fit? 



Indy is, of 
course, 
| the hero 
I of the 



piece. 
Ever 
ready 
with his 
trusty 
whip and a world-weary 
quip, he is the character who 
you spend mast of the game 
In control of. He may be a 
tough cooky but he's not 
indestructible so before you 
throw him into a potentially 
deadly situation you'd be 
best advised to SAVE the 




Sophia 



Hapgood 
is a for- 
mer col- 
league of 
Indy's 
with 
whom he 
once had 
a close professional, er, 'rela- 
tionship'. She now makes a 
living as a medium, putting 
on spiritualist shows and 
pretending to contact the 
spirit of Nur-Ab-Sal, a long- 
dead Atlantean leader. But 
don't be too sceptical - her 
mystical powers prove life- 
saving later on... 




Marcus 
Brody Is 
the bum- 
bling dean 
of Barnett 
College, 
where 
Indy 
teaches 
archaeology when he's not 
saving the world from the 
Third Reich. He's obviously in 
charge of a very wealthy col- 
lege, as he seems more than 
happy to stump the cash for 
Indy's trans-global expedi- 
tions. If only all grants were 
that generous, eh student 
readers? 




Klaus 
Kerner is 
Fate of 
Atlantis's 
main vil- 
lain. A 
sadistic 
Gestapo 
officer. It 
is he who has been given the 
responsibility of collecting 
as many Atlantean artifacts 
as possible which, or course, 
brings him Into direct com- 
petition with Indy. You'll get 
to meet this man a lot, espe- 
cially If you decide to tackle 
the action path of the 
game... 




Professor 
Hans 

Ubermann 
is the mad 
German 
genius 
behind the 
Nan's 
effort to 
locate Atlantis. Although he 
claims he wants to locate 
Atlantis so that he can use 
its power to build a new 
Naii bomb he's lying • he's 
more interested in discover- 
ing the secrets of immortali- 
ty, which he believes lie 
inside the lost continent's 
long-deserted halls. 




(Left) Fate of Atlantis uses the by-now standard 
LucasArts polnt-n'-cllck interface. Let's face It, if it ain't 
broke, don't fix it. Uke Monkey Island 2, the number of 
'actions' available has been cut down to just nine, 
allowing the player to concentrate more on the adven- 
ture and not on juggling verb/noun combinations. And, 
in another Monkey 2 steal, if the pointer is placed over 
an object a likely 'action' choice is highlighted in the 
Icon grid. This can then be selected by hitting the right 
mouse button. 





► Okay, Trof-rjer's 3II yours. 

► Keep him busy. Ym 90109 to. Try sorterhtn* 

► Rre you sure this is 901/19 to work? 



Although Fate's graphics are attra 
quite as good as those in Monkey 
previous graphic adventure from 
LucasArts. They seem a bit pixelly 
the colours are 'washed out' look 

The early part of the adventure 
centres around the tracking 

down of Plato's long-lost 
Dialogue. In its crumbling 
pages are vital details on the 
location of Atlantis and the 
possible tests that await in 
its ancient hallways. If you 
don't find it then you haven't 
got a snowball in Hades hope 
of stopping the Nazis. 



ctive. they're not 
Island 2, the 



and 

ing. 




On the team path the puzzles require 
actions from both Indy and 

Sophia to progress. If there's 
situation which you think 
Sophia might be better 
at handling than Indy 
then you can swap 
characters by get- 
ting the character 
currently under 
control to talk to 
the other - there 
should be a 
speech option say- 
ing something 
along the lines of 
"Why don't you have 
a go at solving this?". 



(Left) This burly bouncer guarding 
the stage door to the theatre 
where Sophia is performing her 
spirtualist act provides Indy with 
his first chance to test his pugilistic 
skills. Indy can be made to duck 
and dive with the mouse, the joy- 
stick or the keyboard (with the lat- 
ter of this trio the best). Four bars 
appear at the bottom of the screen, 
two for Indy and two for his oppo- 
nent. One bar indicates the charac- 
ter's hearth and the other their 
'punch power' - the faster you hit. 
the weaker your blows become. 
Pacifists will be pleased to know 
that you can. If you wish, use your 
brains to avoid this squalid little 
fist-fight. The fights are actually a 
little disappointing, mainly due to 
the controls' lack of responsiveness. 



(Left) Although Fate of Atlantis is 
an absolutely superb adventure, 
the game's coding on the Amiga 
leaves a 'ittle to be desired. The 
disk accessing is terrible at times - 
even with a second drive you can 
find yourself swapping the disks 
three or four times before the 
action resumes. Also, the game 
slows terribly when there's a lot 
going on - the market in Algiers is 
the worst example, where It takes 
several long minutes for Indy and 
Sophia to crawl from one side of 
the square to the other. 
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and the 

FATE of ATLANTIS <J 



SEE THE WORLD! 

Indy's first task is to locate Plato's Dialogue, inside of which are details on how «e 
find Atlantis. But it's going to take more than a bit of rummaging around in the 
local library to track this tome down... or is it? 

Exotic 'round the world' travel is a traditional element of any of Indy's great 
adventures, and Fate of Atlantis is no exception. Whenever Indy leaves his currew 
port-of-call. a map similar to the one shown pops up and the player can set a new 
destination by simply clicking on one of the marked places. Then, as music swefts 
in the background, a red line is traced across the map to show Indy's progress • 
just like in the films! 




(Below) Barnett College. Indy's workplace • although with all 
his adventuring it's amazing that he ever gets time to 
teach. The adventure starts here when Gestapo 
agent Kerner, posing as a 'Mr Smith', holds Indy 
and Marcus at gun point and tries to steal an 
ancient artifact, rumoured to have been cre- 
ated in Atlantis... 




The aged Costa has no time for visitors unless they have 

either a pretty face or an Item to trade. Hmmm... Just what 
was that thing that Heimdall was chipping out of the 
ice in that cave...? 



Mhat is this thing you're working on 



(Above) Indy remembers that his old-flame 
Sophia Hapgood had an interest in Atlantean 
relics and so tracks her down at a seedy the- 
atre where she's performing a shabby spiritualist 
act, After a heated discussion, she decides to Join 
Indy in the quest to discover Atlantis before the Nazis 
but first they've got to find that Dialogue. 



Indy. now with Sophia in tow, follows 
a lead as to the Dialogue's 
whereabouts to the chilly- extremes of 
Iceland, where Prof Heimdall is 
conducting an archaeological dig. 
Although a bit on the snappy side (it 
must be the weather), he gives the 
dynamic duo further leads to antiquity 
collectors Sternhart in Tikal and Costa In 
th* Azores. 



Below) In this remote part of South America, 
Indy and Sophia locate Sternhart, who is rumoured 
to know something about the Dialogue's location. 
However, inside the ancient Aztec ruins they discover far 
more than they bargained for... a bead of Orichalcum, the 
fabled power source of the Atlanteans! 





Indy and Sophia 
have managed 
to find a highly- 
valuable 
Sunstone, 
rumoured to be 
capable of 
opening secret 
Atlantean 
doors. Wonder 
of there're any 
around here on 
the isle of 
Crete? 



E V I E W 






indy doesn't spend the whole game traipsing around on his feet. At certain 
points he finds himself chasing Nazis around the streets of Monte Carlo In a 
car. exploring the desert from the bach of a camel, probing the 
Mediterranean's murky depths in a stolen German submarine and. as shown 
here, tracking down an archaeological dig site from the basket of a hot-air 
balloon. The icons allow you to either vent gas or drop ballast to lower or 
raise the balloon respectively, and the compass in the bottom corner of the 
screen indicates which way it's being blown. Although at first it seems as 
though the balloon's movement is completely random, you'll soon discover 
there is a logic behind it. 




Every so often you're treated to these attractive 'close ups' whenever Indy 
discovers a major artifact or an important event occurs. There's no denying 
that they're very pretty but this is offset by the fact that their arrival 
signals loads of annoying disk swapping and accessing. 



About a fifth of the 
way into the game, just 
after Indy's tracked 
down Plato's Dialogue, 
the player gets the 
chance to choose 
between three different 
game 'paths': the team 
path, where Indy and 
Sophia work together 
to solve the puzzles; 
the wits path, where 
Indy alone cracks the 
conundrums; and the 
action path, where 
Indy, alone again, uses 
brawn instead of brain 
to fight his way to 
Atlantis. Each path is 
very different in style 
and content, effectively 
giving the player three 
Indy games in one! 



THE VERDICT 

This is no help to you, I know, but 
I'm really unsure as how to rate 
Fate of Atlantis. In its favour, it's 
one of the best graphic adventures 
ever produced. It's moody, exciting 
and funny in all the right places. 
The puzzles aren't mind-bogglingly 
tough, It has to be said (I never 
once found myself really, really 
stuck) but this is compensated for 
by the sheer length of the quest - 
Fate of Atlantis is an absolutely 
huge game. The fact that, once 
completed, you can play the game 
again and try out one of the alter- 
native game 'paths' effectively 
makes Fate of Atlantis three games 
in one! However, It's a pity 
that the paths re-converge 
towards the end of the 
game and build to the 
same climax - knowing 
that the final result will be 
the same removes some of 
the incentive to try again. 
Anyway, compliments out 
of the way, I'll start 
explaining my reservations. 
As you might guess they're 
all to do with the game's 
implementation on the 
Amiga. I know It's part and 
parcel of the genre that 
you have to put up with 
lots of disk accessing and swapping, 
but Fate of Atlantis pushes its luck 
at times. Even a second drive 
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doesn't make life that much more 
bearable. On top of this the game 
is chronically slow in places, mak- 
ing Indy look less like The Man 
With The Hat and more like The 
Man With The Zlmmer Frame. It's 
not quite bad enough to ruin the 
game, but it's a close run thing. If 
you've got a hard drive, then 
you're laughing. If you've got a 
hard drive AND an A1200, then 
you'll be in hysterics! If you're a 
potential buyer, be warned... 




Stretc hin 
bevon d i 



From the Nth 
Dimension... 



HE'S AN INTERSTELLAR COSMOS DWELLER. QUICKER 
THAN A f LASH AND SHARPER THAN THE 7th SAMURAI. 

Once every year, the game* world is rocked by a 
gome so stunning, to rati, so colourful, so big, so 
demanding so mega, soawesome, so varied, so incredible, 
and so full of fabulous features and unexpected treats, 
thai everybody just looks at it and says "THAT'S IT!" This 
year is no exception, and this year. ZOOL THE NINJA 
FROM THE "Nth'' DIMENSION, is definitely "ITI" 

"With Zool. the Amiga has proved it can do contole type 
gomes o* good at thvionsolvs. " -92% Domlnlli Diamond 
on BBC RADIO 1. 



The Ultimate 
Driving force.. 




A RACING GAME FROM THE FUTURE 

The ultimate driving force... We've saved the best 
for lost. Following the phenomenal success of lotus I 
& Lotus 1, the best selling racing game trilogy is 
now complete. 

Incorporating the awesome power of RECS a revolutionary 

concept giving you the power to generate a virtually 

infinite number of unique racing scenarios. 

If you preferred Lotus 1 You've got ill Plus more... 

If you preferred Lotus 2 You've got it! Plus more... 

"Lotus III is streets ahead of the competition and deserves 
a place in anyone's software collection. " - CU AMIGA. 
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Straight to 
number one... 



Kicking the 
competition into touch 




BECOME A GRAND PRIX LEGEND IN A 
RACE FOR THE TITLE OF WORLD CHAMPION. 

The most exiting racing driver in the world hos teamed 
up with the greatest rocing game producer* to bring you 
'he definitive Grand Prix experience. Race the full 1992 
*co*an in the superb Canon William* Renault Fl car. 
Real time coaching from Nigel Monsoll himself. 
Experiment with the car* set up to ochieve maximum 
performance for each of the 16 race circuit*. 
THE REALISM OF THE RACE TRACK... 
THE POWER AND THE GLORYI 

For sheer pant* -gripping action it does the business. Nigel 
Mansell's World Championship is an excellent game 
when you need a speed fin. this is the game you'll turn to." 
GAMESMASTER MAGAZINE. 



FAME OR OBLIVION? IT'S DOWN TO YOU! 

The key to success lie* with both player and financial 
management. You should ensure those vital ground 
improvement* are made in order to pull in both crowds 
and sponsors. In addition match success will lead to 
higher gales and improved team morale. 
Depending on the success or failure of your management 
skills, your team will either find itself leaping up the 
Divisions on route to the top or languishing 
with the part timer*! 

"Premier Manager convincingly boots other football 
management games into touch" - AMIGA ACTION 




Gremlin Graphics Software Ltd., Carver House 
2 4 Carver Street. Sheffield SI 4FS.Tel: 0742 753423 
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BLIINS 2 



Hey, have you heard the one about the two gobli(i)ns 
who, having escaped from one silly, illogical 
adventure, ended up in another? No? Simon Byron 
has... 




The point-'n-clkk interface is actually fairly easy to get into. If there is anything of interest 
on the screen it will be highlighted when the cursor passes over it. If you want a Gobliin lo 
use something then just click on the item with the left mouse button. 



King Angoulafre iis iin need of a couple of heroes 
Why? Well, hiis son has been kiid napped by a huge 
winged creature, for a start. Actually that's where 
hiis troubles end but surely that's enough to make an 
adventure out of. iisn't iit? (That's enough of the 'II 
attempts at gags - they're not funny - Ed.) Coktel Vision 
obviously think so otherwise they wouldn't have 
released Gobliins 2. the second game featuring the cute, 
mad-cap. slapstick creatures known to gamers as the 
Gobliins (pronounced 'Gobliins'). 

It turns out that the perpetrator of this fiendish crime 
is Amoniak, a nasty piece of work and no mistake, who 
has a grudge against Angoulafre (I can see the old spell 
checker is going to have a field day when I've finished 
this review). Fifty years ago Amoniak and Angoulafre 
had a bloody great fight which Angoulafre won. Amo- 
niak must be an elephant or something because he sure 
as Hell hasn't forgotten and he wants to make the good 
king pay for his victory, hence all this kidnapping busi- 
ness. 

That's where Fingus and Winkle come into it. They're 
not scared of a bit of adventuring and have been 
whisked by magic to a little village that is situated next 
to the evil Amoniak's castle. The two Gobliins are as 
alike as chalk and cheese, black and white or Russ 
Abbott and funny. Fingus is a sensible old soul whilst 
Winkle is partial to the odd practical joke now and again 
but the both of them need to combine their attributes 
and work together if they are to stand any chance of 
saving the King's son. 




0 wi 



To make matters harder, some 
problems can only be solved by 
one of the two Gobliins. We need 
to get hold of the bottle but the 
two old men won't let either 
Gobliin take it. If Winkle attempts 
to take the sausage to the left of 
the screen the bloke sat next to it 

give him a hefty whack and 
whilst the two old men gigge, 
Fingus can nick the bottle. 





There are a 
number of jokers 
available which 
you can call into 
play at any time. 
If you choose to 
use one, a screen 
will appear 
containing some 
cryptic clues and 
hints as to what 
you need to do. 
As you can see, 
they're not 
exactly giveaways 
use these wisely. 




but any help is better than none - just make sure you 



A good deal of co-operation needs to be done if the heroes are to 
progress through the adventure with any success. For a lot of the time 
this means frantic mouse action but some problems, like how to fill the 
bottle with water, are easy to solve. Just get Fingus to switch on the 
fountain whilst Winkle holds the bottle at the end of the jet of water. 



The difference 
between the two 
Gobliins can be shown 
quite clearly here. 
There's an egg on this 
screen but the trouble 
Is, it's still 'up' the 
chicken. What's called 
for here is a spot of 
gentle persuasion from 
one of the Gobliins. If 
Fingus attempts it he 
is bitten by the chick 
but if wildman Winkle 
has a go then the 
outcome is completely 
different. 
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You can call up the menu bar by simply moving the cursor to the top of 
the screen. A number of options are then available. You can LOAD/SAVE, 
call up a joker (see separate caption), have a look at the note-pad (to 
type in reminders), check out the inventory (also performed by clicking 
the right button during the game), swap objects between Cobliins and 
move between locations already visited. 
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(Above) This kindly 
old gent is a wizard 
and after a bit of 
hassle you can enter 
his abode. There's a 
key here somewhere 
and all you need to do 
to obtain it is stand 
on the tail of the lion, 
take the matches, boil 
the kettle, find the 
key, wind up the 
clock, wait for the 
bird to pop out and 
knock the other key 
out of the bird's beak 
before it disappears. 
Easy or what? 



For those of you who are counting, 
this is the second time in as many 
months that I have had to review 
stupid, thoughtless adventures - 
you'd have thought that by now I 
would have developed an illogical 
train of thought but no, the puzzles 
in Cobliins would tax even Roger 
Irrelevant to the point of 
breakdown. What makes this worse 
is the fact that the two Cobliins 
cannot die and all the objects found 
in their land are inexhaustible 
(which means that if you lose one 
through carelessness then it will 
reappear where you first obtained it 
from). The game has, presumably, 
been designed this way to be 'user 
friendly' and stop players from 

wandering into fatal 
situations or wasting 
vital objects but, 
coupled with the 
bloody stupid 
puzzles, it make 
Cobliins 2 extremely 
frustrating to play. 
When you've 
exhausted all logical 
solutions (a waste of 
effort in this game) it 
soon becomes a case 
of clicking on every- 
thing and using all 
objects with every 
Item and both 
Gobliins. The disk 
accessing is a right pain in the butt - I'd say 
that between each location there's at least forty seconds' 
wait - which makes trudging through the screens a right 
bore. The only barely redeeming feature of Cobliins 2 is 
the ability to 'jump' between locations that you've already 
visited without having to travel through the screens in 
between but after playing the adventure for an hour or so 
the only place you'll be wanting to visit is the pub for a 
few stiff ones. (Actually, you might be able to get further if 
you play the game when you're drunk). And the worst 
thing is, these criticisms are by and large the same ones 
aimed at the first Cobliiins game. I guess some people just 
cant learn by their mistakes. 
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Dave Upchurch edits the magazine 
like he's punch drunk, so he's more 
than qualified to review 
Mindscape's latest. Ding-ding! 
Round One... 



It's the manager's job to arrange fights tor you 
When you make your visit to him he'll show yo* 
all the fights he can set up for you that month, 
for a 'small' percentage of your winnings, o* 
course. Obviously the aim is to try and take or 
the higher-ranking opponents as much as post* 
ble ■ not only will defeating them get you cIom 
to the Belt, the cash prizes become greater as 
well. Managers can be hired and fired at will 
but the better they are at arranging top fights 
the bigger the cut they'll demand 



Footy fans have Sensisoccer. 
tennis fans have Pro Tennis 
Tour 2, American footy fans 
have John Madden, motor-racing 
fans have F1GP, snooker fans have 
Jimmy White's... but if you're into 
boxing, well, then you've got a prob- 
lem on your hands. To put it blunt- 
ly there just aren't any good simula- 
tions of the noble art on the Amiga. 
Can TV Sports Boxing rectify this 
lamentable situation? 

The game was originally devel- 
oped by the now-defunct Cine- 
maware, the people who brought 
you Amiga classics such as Rock- 
et Ranger and It Came From The 
Desert. It aims to be a sort of 



'boxing RPG\ with the player creat- 
ing a boxer with his own customised 
look and performance, and then 
guiding the pixelised pugilist 
through a full and challenging box- 
ing career. 

The game advances in monthly 
'steps'. Each month the boxer can 
have a chat with his manager, get 
advice from his trainer and general- 
ly prepare himself for the big fight. 
These bouts are presented with TV- 
style intros and outros, complete 
with sportsdesk anchormen and 
ringside commentators - the format 
will probably be familiar to you from 
Cinemaware's previous TV Sports 
Football and Baseball games. 
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.it r . to the trainer are essential, 
not only for building up your 
pecs but also for getting the 
low-down on the boxer you're 
about to meet in the next fight. 
There are several trainers doing 
the rounds, each specialising in 
mproving specific aspects of the 
boxer's performance. Although 
you can only have one on the go 
it any given time, every so often 
new trainers will offer their ser- 
vices to you, and you can accept 
as you see fit. 



t'ej be a bit unfair of the game's 
designers to expect you to work 
your way up to the Belt in an 
tvening. so thoughtfully there's 
a SAVE game facility provided. 
You can have up ten fighters 
stored, and when you try to 
access them this burly geezer 
won't let you pass unless you 
Type in the correct password - so 
make sure you've either got a 
good memory or a secret 
notepad somewhere. 



While in the gym you can have a 
look at the sports paper. Inside 
its pages you can find listings 
detailing the current rankings of 
all the boxers competing for the 
Belt, profiles on each boxer's 
performance to date, scheduled 
fights and last month's results. 

There's also a Classifieds 
section, where you can buy spe- 
cial equipment or foods to help 
improve your boxer's physique. 



It's fight night, and this is 
where the game's Cinemaware- 
roots really shine through. 
Although this stuff is all very 
pretty and quite amusing for a 
while, you'll soon be glad of the 
ability the ESCape your way 
straight into the fight. Make 
sure you don't mistakenly skip 
past the pre-match analysis, 
though - it's very handy for sir- 
ing up your opponent and fath- 
oming his weak points. 








The fight itself Is viewed from two per- 
spectives; one is a ptan-view of the ring 
as the boxers dance around (left), cut- 
ting to a close-up sideview when the 
fighters get in close. Combat is 
controlled via the typical joystick/fire- 
button combinations, with the aim 
being to wear down the opponent's 
stamina, body and head ratings to zero, 
resulting in a knock-out. As the rounds 
wear on, each boxer's maximum stami- 
na decreases, meaning they gradually 
become easier and easier to KO. 
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If the fight runs its 
course with neither 
opponent scoring a 
knock-out, the 
judges are called in 
to decide the win- 
ner. The panel con- 
sists of Just three 
judges, picked 
from a pool of 
eight. Each judge 
has his own criteria 
for scoring and 
personal 
preferences as 
detailed in the 
manual. 
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REVIEW 



The latest in a line of Accolade's Horrorsoft games (the last being the mild- 
'♦ntertaining Elvira adventure), Waxworks is another foray into the familar 
-M-p laying/adventure genre, which this time breaks another little bit of the 
«ould by coming in the form of five separate adventures, each in the form of 
of the wax museum's demonic exhibits. The tales are gruesome indeed - 

-rtual murder in ancient Egypt, creepy goings-on down an abandoned mine- 
■xaft, a zombie-filled cemetery and the crimes of Jack the Ripper make up the 
orror stories, with the gory activities in the museum itself forming the fifth 
■^venture. Sound enough to give you the willies? Off you go then, and don't 
:*get to switch off the lights. 
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*m villain of the piece in the cemetery scenario is a bonkers witch-doctor who is 

Jimoning up zombies from their crypts. Expect plenty of disgusting graphical 

"etts here as you trade blows with the shambling undead - 
>«e nasties keep on punching you even after you knock 

*ir heads off! Of course, you can interact with charac 
m other than just by hitting them, although with 

apeless cases like these it's best to forget about the 
-traductions and get punching. 

Waxworks offers plenty of punle- solving oppor- 
tunities - and you'll need to get solving them too. 
as an exhibit cannot be exited until you've either 
died or unravelled its mysteries. Early on, you'll 
find yourself doing the former a lot more often 

than the latter. 
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Travelling down the 
abandoned mine in 
the modern-day sce- 
nario has a distinct- 
ly Alien-esque ring 
to it. The story goes 
that a mutant flesh- 
eater lives some- 
where in these 
gloomy tunnels, and 
it's your job to flush 
him out if the family 
curse is to be lifted. 




Waxworks is a generous 
game, awarding the player 
with experience points for 
any discoveries of note 
that he makes. I went into 
a rough pub at one point 
and went up an experience 
level -just like in real life. 
As experience grows, so do 
your hit points and other 
vital stats. Only experience 
will toll you which of the 
tales is the easier, so that 
you.can build you energy 
up for the tougher ones. 



jbltther: Accolade 
Drvelop*r; 

Vlike Woodroffe 
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I like the odd RPC, but the 
Horrorsoft games have never done 
much for me, and so I wasn't 
expecting a great deal from 
Waxworks. But while the game's 
certainly not going to be knocking 
Legends of Valour off its perch, 
Waxworks is surprisingly a far bet- 
ter game than previous Horrorsoft 
offerings. I like the game's episodic 
nature - the way It's broken down 
into separate mini-adventures Is 
far more suited to my tastes. It's 
nice to be able to skip between 
different storylines as it adds vari- 
ety to the fun, and as a result the 
game's much fresher than most 
run-of-the-mill RPCs, where the 
adventure can soon become 
repetetive and boring. Waxworks is 
rarely boring, although there are 
plenty of other Incentives to switch 
off, most of them coming In the 
form of very gruesome graphics 
that are, at times, very 
dodgy. Human corpses 
split open with entrails 
spilling out, young 
women with their throats 
silt, headless blood-spewing 
zombies... a lot of this stuff Is 
genuinely stomach-churning, and 
It's hardly the ideal fodder for 
Impressionable young Amiga 
gamers. Getting down off the 
soapbox though, there's no doubt 
that Waxworks is an atmospheric 
and, at times, scary game. The moody graphics and 
soundtrack combine to create a strong sense of tension, 
with danger lurking around every corner. As for the rest, 
the graphic interface Is fine, everything is friendly 
enough with not too much disk-swapping and, well, 
there are no major complaints. The question is, are five 
adventures enough? The answer - probably. Although I 
never managed to complete any (doh!J, each one is suit- 
ably deep and Intriguing to keep you involved for many a 
night. Ultimately though, the serious role-player is 
unlikely to be satisfied in the long term, but for the casu- 
al or novice player, this is an excellent introduction to the 
genre - if you can stomach it, that Is. 
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Lovely weather, eh g'vnor?" Taxi 
drivers are great conversation 
starters, as everybody knows. 
Simon Byron discusses life, the uni- 
verse and women with Global Soft- 
ware's Neanderthal cabby. 



What do you do If you want 
lo get off with a lady? 
Answers on a postcard to 
me at the usual address, please, 
because the solution offered by 
Global Software's latest release is no 
help at all. Ugh! the caveman has 
got his eye on a busty young 
brunette who, rumour has it, is 'on' 
for a bit of a snog. Trouble is. 
though, being an extremely un-90s 
woman, she won't consider anyone 
who is strapped for cash. 

Things obviously haven't pro- 
gressed over the past million squil- 
lion years as, gripped by recession. 
Ugh! has need to turn to handy jobs 



to earn a few quid. His latest brain- 
storming idea is to set up a Taxi rank 
to ferry his primitive mates between 
the various platforms that populate 
his surroundings. This cab isn't your 
usually run-of-the-mill black vehicle 
with an inflationary meter, oh no. 
this taxi is man-powered and con- 
structed from the hi-tech material 
know as 'wood'. 

In a feat of engineering skill, Ugh! 
has cobbled together a slap dash taxi 
which resembles a crate and is pow- 
ered by pedals. Ugh! has to pedal 
like crazy around the landscape, pick- 
ing up clients and delivering them to 
their requested destination. 
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Throughout the level little 
cave-dwellers will appear and 
wait patiently at their rank. 
Ugh! then has to manoeuvre 
the cab over to the passen- 
ger-to-be (being careful not 
to knock them off the plat- 
form) and the grateful cave- 
person will state their 
required destination. Ugh! 
then has to make his way to 
the requested cave and drop 
the passenger off. The quick- 
er the journey, the more 
dough Ugh! will receive. 



Ughi's taxi is controlled 
using the joystick in a 
kind of Thrust'-y way. 
This means that if you 
move a joystick one way 
then the taxi will begin 
to move in that 
direction. The longer the 
joystick is held in this 
direction, the faster the 
cab will move. If you 
move the 'stick in the 
opposite direction then 
the cab will gradually 
slow down and begin to 
move the other way. 
Easy, eh? 





Pvbiithct: Global 
Software 
Oewfopcr Play Byte 



£25.99 Out Now 
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Do you know how many times I've 
started this Verdict text? About four, 
that's how many. The reason for this 
is that I can't quite decide how good 
this game is. Easy to get into and 
enjoyable it may well be but the fact 
of the matter is that it's just a version 
of Thrust that really doesn't improve 
on the genre. If anything, it slightly 
detracts from the original's gameplay 
because if you knock a human into 
the water and fail to recover him 
within a set time limit the game con- 
tinues to plod on even though it is 
impossible to complete the level. It 
would have been far better if the pro- 
grammers (who, coincidentally, are 
the team behind Apidiya and Battle 
Isle) made this rash action result In 
the loss of a life as soon as It 
occurred and avoided all the unneces- 
sary waiting that needs to be done 
before the timer runs out. If you do 
manage to avoid bashing into the 
waiting passengers, though, the game 
can be fairly hectic at times and it • 
requires a good amount of skill to get 
anywhere into the latter levels. Once 
you are there you'll notice that Ugh! 
doesn't really progress and by about 
Level 35 you'll soon become sick of 
it. It's the sort of game that js fine to 
waste a couple of hours on but If you 
become stuck on a particularly hard 
level, frustration will set in and you'll 
soon be banning the game to the 
back of the disk box. If you're heavily 

into this style of game then fine but If, like me, you're indif- 
ferent then you'll either take it or leave it. 
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THE BEST IN BUDGET 





C + VGHIT-9- 

"a well deserved hit... 
highly recommended". 

HIT NAMES ■ HIT GAME S 

HIT S QUAD 

3 C»sti_e Street . C*sti_eciei.d . v*mc~isti . M3 *LZ 



ST FORMAT GOLD -90%- 
"if only all games could be like this 1 ' 
"A thoroughly absorbing game... 
enormously entertaining". 
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REVIEW 




There was much kerfuffle when this arrived in 
the office the other day. "Who's going to 

review this, Dave?" asked Simon and Gary. 
"We'll fight over it'" replied the Ed. A few 
Dragon Punches later Simon Byron 
emerged victorious. 
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lAbove) You can only select your 
fighting location in the two-player 
mode. If you want to see the world 
on your own you'll need to beat a 
few people up. This screen also dou- 
bles as the player selection menu 
from which you choose your fighter. 



ello, how are you today? We're all fine, the weather's holding its own and the magazine's going rather 
swimmingly, if you don't mind me saying so. So what brings you to this opening paragraph, then? Already 
digested the rest of the mag (not literally. I hope)? Bored? You can't really be expecting an introduction 
to the game that needs no introduction, can you? Oh, alright then. 

Well, what is there to say - you beat people up using a variety of special and deadly moves, and that's 
about it. For a game that's so limited it's certainly got one Hell of a reputation - even my tiny sisters (who are bare- 
ly eight and six) know the ins and outs of it and on a number of occasions have threatened me with a Hundred- 
Hand Slap or two if I didn't treat them to a slap-up meal (get it?) consisting of 
Refreshers and those sherbet tubes with a bit of licorice stuck out top. 

Street Fighter 2 has been in development for about nine months 
now and judging by the amount of calls and letters we have 
received over the past few issues you're alt positively brimming 
over with excitement. There are also a few unofficial rumours 
sweeping the nation and. for the record, US Gold are NOT 
going to be producing a seperate six-button joystick so any- 
one who has told you otherwise has their pants on fire. Now 
that we've got that cleared up we can take a look at the 
game itself. 



(Above) Once you have per- 
formed the business and 
sorted out all the other char- 
acters from the game you'll 
be confronted with these 
three likely lads. From left to 
right they are known as 
Balrog, Bison and Vega and 
all of them are some of the 
hardest fellows you are ever 
likely to meet. They will take 
some beating but it's worth 
it if only to see the end of 
game sequence. Although 
there is a cheat in the game 
which will enable you to 
fight against the same char- 
acter you will not be able to 
play as one of these geezers 
(they're far too tough for 
you to handle). 




experienced in the noble art of Yoga and often levitates 
and extends his limbs to attack from afar. One of his 
special moves is the Yoga Flame which involves moving 
the joystick from the bottom left through to the right 
in one smooth movement and pressing Fire. 



(Below) Ken and Chun-Li battle it out. Ken will probably 
win at the moment because he has the most powerful 
special moves out of all the characters (with the possi- 
ble exception of Ryu). The Fireball (shown here) Is useful 
for long-range attacks, the Hurricane Kick Is fast and vio- 
lent but the best move Is the Dragon Punch, one of 
which is enough to send anyone flying. 
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REVIEW 



ATTENTION A1200 
OWNERS!!! 

Street Fighter 2. as it stands at the moment, will not 
run on the new super-Amiga. US Gold are current- 
ly coding a new version which, if our sources are 
correct, will not include any extra enhancements. 

This is a real pity as all of us here at The One 
agree that it is. perhaps, a game which would 
really benefit from a proper 'conversion'. 
Just imagine, 256 colours, proper parallax 
and a game moving at a terrifying speed! It 
could really give that SNES thing a right kick 
up the bottom. 



(Below) Blanka is an evil 
devil who is fairly easy to con- 
trol. One of his scariest moves is 
the ability to produce huge 
waves of electricity (which, 
apparently, he learned from elec- 
tric eels), thus generating up to 
1000 volts which is emitted from his 
skin. Anyone who stands too close 
when this is going on will find them- 
selves alternating between flesh and 
blood and a skeleton. If that wasn't 
enough, he also bites heads and 
rolls into opponents, causing a 
great deal of damage. If Blanka is 
struck whilst in this hedgehog position, however, he can 
lose a vast amount of his own strength. 




(Above) All the bonus screens 
from the coin-op are present in 
the Amiga version. After a certain 
number of fights the player is 
rewarded with a chance to earn 
mega points by smashing wood- 
en barrels to pieces, kicking a 
snazzy ear Into spare parts or 
punching in a load of burning tin 
cans. There are no other enemies 
to contend with on these stages 
but a strict time limit is Imposed. 




Edmond Honda is the man with the Hundred Hand Slap 
a special move which is achieved by repeatedly pressing 
the Fire button. Whilst this move may be visually excit- 
ing to watch it's certainly not Eddie's hardest fighting 
ability. Oh no. that's the Sumo Head Butt. Using this 
move, our fat wrestler propels himself head first into 
whoevers just called him lard-ball. 



(Left) Chun-Li acknowledges her vic- 
tory by bowing her head in respect- 
What we haven't seen, though, is th« 
young beauty leaping excitedly in 
the air whilst the now defeated and 
embarrassed Ryu lies twitching on 
the floor. Each fight lasts for three 
rounds and the winner of two is pro- 
claimed the victor. Each bout needs 
to be completed within ninety-nine 
seconds otherwise the person with 
the most energy left will be the win- 
ner. Of course, if you feel at all 
restricted by the time limit, you can 
always turn it off on the title screen 
(which is also the place to to 
increase/decrease your player's 
handicap', if you so wish). 
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(Right) The actual play area is rough- 
ly-equivalent to two Amiga screens 
strapped together (which is what 
we've done here, especially for you). 

It scrolls left and right as long as 
both players remain in view. There's 
been a slight change since the Work 
In Progress a few months ago as 
most of the backgrounds do actually 
animate now. There may not be as 
much movement going on as there 
was in the coin-op but every little bit 
helps, we think. One thing that 
hasn't changed, though, is the lack 
of parallax on any of the screens. 
Whilst this makes no difference to 
the actual gameplay. some sad con- 
sole owners may still pipe on about 
how "their version is better*. This Is 
rubbish as the Amiga version plays 
identically to the SNES incarnation 
apart from a slightly-slower 
sprite movement. 
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(Above) The Spinning Bird Kick in full effect. This move it fairly easy to pull 
off - all you need to do it pull back on the joystick for a couple of seconds. 

then press Fire and push up simultaneously. Chun-Li will then 
launch into this devastating attack. 



Ryu finally meets Sagat. the fourth 'end-of- 
level' hardman. This man is a right pain to beat but with 
careful use of the Fireball. Hurricane Kick and Dragon Punch. Ryu should be 
able to win. Those of you who are paying attention (not many. I suppose) 
will have noticed that Ryu and Ken's special moves are identical. That's 
uncanny, don't you think? 





I know what you were all thinking M ^^W- V 

after you'd seen the rolling demos W I 

and screenshots because I was ▼ 

thinking exactly the same - ^t^^mm^A 

•Hmmm, well it looks okay I publisher US Gold I 

suppose". Well, forget all that o***t a per. Creative 

rr " Materials 

because I'm extremely happy to ■ 

report that Street Fighter 2 on the £27.99 Out Now 

Amiga is absolutely excellent. K«ybo«fi)oy>(i<k/ioypad 

Creative Materials is to be applaud- 

memory] disks 

ed for producing a breathtakingly- 1Mb 4 

superb arcade conversion. It's not 

as good as the SNES version, it has BI^^WnTHal 

to be said, but If you view it as an .1" * ' ' 'H 

Amiga conversion it certainly Is one tjjSr 0 \\y) 
Hell of a game. The graphics are '^^f J U f 0 

almost exactly the same as the hmmm 
coin-op's and the sound is the bust- ■m M.aTlMJ 
ness. As far as I can tell, most ^V// fH (fl 

of the hard-hitting sound wL£ LJ | ^ 

effects from the coin-op 

are in there (including 

speech), all of the special I t\*%m I 

moves are in there, all of HU/ 
the locations are in there - 4m UJiO 

everything you could possi- fVTT^^ERTX'al 

bly wish for is present and 

correct. I must admit that Q P(H 

until I'd played this version, I I 0 U f 0 

wasn't that much of a Street * , 

Fighter 2 fan but, since it's I I E R 1 I I 

arrived in Amiga form, I've 

been hooked. The special moves ^1 I Ul 
hard to pull off at first MM U tf± 

(although you can select one of J |y 

the easier characters like Chun-Li or 
E. Honda to begin with) 

but after a bit of practice there's immense plea- 
sure to be had when a successful manoeuvre Is 
pulled off. In one-player mode SF 2's great but 
in two-player mode it's simply fantastic - If 
you've got any mates then make sure you've 
booked time off work or whatever because 
you're going to need it. It's hard to see how SF 2 
could have been implemented any better on the 
Amiga. If you aren't short-sightedly pathetic and 
accept the fact that this wasn't ever going to be 
quite as good as the SNES (how could it have 
been?) then what you'll find here is the best 
Amiga beat-'em-up for a long, long time. [ 
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Ocvefoper: Creative 
Materials 

f27.99 Out Now 
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REVIEW 




THE VERDICT 



Well, they may have been the championees 
last season, but this year Wilko's Warriors 
are on much rockier ground. Can the offi- 
cial game fare better than the team it's 
based on? Probably not, reckons Gary 
Whitta. 



If nothing else, LUC offers options that you 
might not normally find in some footy 
management games. You can take out 
insurance policies on your players, raise 
ticket prices, build new stands, follow the 
progress of the youth squad and gain 
access to an impressive array of statistics. 

If you can be bothered, that is. 
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The match itself is depicted 
by the words MIDFIELD and 
DEFENCE flicking across the 
screen to indicate vaguely 
what's happening on the 
pitch from one minute to the 
next. It's about as enlighten- 
ing as watching Sky Soccer 
without the decoder card. 
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Phew, Leeds eh? They're a foot- 
ball team from Yorkshire all 
right. And not just any old foot- 
ball team from Yorkshire, but the 
current Premier League champi- 
ons.no less. This is a state of affairs 
thatis unlikely to last another sea- 
son, given the team's current form 
(knocked out of every Cup going 
and struggling in the League), which 
is why COS has no doubt decided to 
get this game out on the streets 
while the Champions! tag still 
applies. Somehow, "Leeds United 
12th Place" doesn't have quite the 
same ring. 

But whatever bad medicine the 
boys from Elland Road may be expe- 
riencing (shame about Watford, eh 
lads? Ho-ho!). we shall brush aside 
in order to view this officially 
licenced game objectively. Spurning 
the trend of turning teams into 
action-based computer games 
(Manchester United, Liverpool 
and the forthcoming Arsenal), 



CDS has put the player in the shoes 
of Howard Wilkinson, Leeds manag- 
er, and given you the task of, well, 
managing Leeds back to the top. 
Unfortunately the FA seem to have 
made some kind of administrative 
cock-up - although Leeds were 
champions last season, in the game 
they find themselves languishing at 
the bottom of the fourth division! 
What's more, the Premier League is 
nowhere to be seen! Just what is 
going on here? 

No matter. It's your job to get to 
the top of the First 
and win as many 
domestic and Euro- 
pean titles as you 
can along the way, 
Jump to it. Wilko. 
and whatever you 
do. don't let that 
boy Cantona go at 
any price. Whoops, 
too late! 



ell, at last Leeds United fans have got 
the game they deserve. That is to say 
that Leeds United Champions is an 
absolutely awful game. From beginning 
to end the playing experience is at best 
boring, at worst downright embarrass- 
ing. Even a cursory glance at the screen- 
shots on this page should be enough to 
demonstrate how the game looks like 
something off a Spectrum magazine 
covertape from about three years ago. 
Truly, this Is the worst presented game I 
have ever seen, hitting *ock bottom 
when the game dumps into an 
Amiga DOS-type text screen to print the 
team stats after each match. Dear oh 
dear, what a mess. Well, I'm not going 
to clean it up. This game is just so bad I 
n't know where to begin. The prob- 
lem with this is that the whole 
thing Is so prehistoric, slow, 
clunky, amateur and downright 
annoying that there's absolutely 
no Incentive to play the game at 
all. Some of the team names are 
even spelt incorrectly! Can you 
believe that? Sure, the game 
offers plenty of things to do, 
but so what if you win the dou- 
ble, the UEFA cup and every major title 
In Europe when your only reward is a 
pathetic text message? Some decent 
action on the pitch might have helped 
to alleviate the agony, but all you get Is 
more text bouncing around the screen 
atop the worst crowd picture since the 
Arsenal mural. Oh, and there's no sound 
either. Not a blip. No, I'm sorry, but this 
game should be tried and executed for 
crimes against the Amiga. Even five 
years ago this would have been a well 
dodgy release. Now It's Just a bad joke, no more sophisticated 
or rewarding than the original Football Manager, and that's 
ying something. I can't Imagine that even the most die-hard 

ds supporter would be tempted to buy this, and even if 
ey did, five minutes of playing it would surely be enough to 
make them jack It all In and go and support Spurs instead, 
on't you even THINK about buying it 



As is standard practice with a 
management game, everything is 
controlled from an icon menu - from her 
you can do all the usual stuff, including 
squad selection, training, buying and sell 
ing players, tactics, financial matters... if 
a real football manager can do it so can 
you. Well, you can't get arrested in a vice 
den, but we're sure that'll be in the 
sequel. Strangely, however, there's no 
mouse or joystick control, and everything 
has to be done with the keyboard. 
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REVIEW 



The latest in the long 
line of Ocean film 
tie-ins landed on 
Simon Byron's desk 
the other day. "Ah- 
ha," he said, "this'll 
be Cool World, 
then. "I'll find out if 
it's hot or not... 




Cool World, the film, is the 90s' 
answer to the hugely successful 
Who Framed Roger Rabbit? and 
uses the same stunning animation 
techniques to mix real film footage 
with cartoon graphics. It was unclear 
for some time as to whether us Brits 
would be given the chance to see Cool 
World on the big screen but a release 
date has now been set for Xmas and many of you may 
have enjoyed the film by the time you read this. 

Cool World, the game, takes place in both the real 
world and the world they call 'Cool*. Harris, the hero, 
has to stop the mischievous Doodles from stealing 
objects from the real world and taking them to their 
'natural' habitat. If too many articles are swapped 
between locations, the imbalance will become unman- 
ageable and create a huge cosmic something-or-other 
and Harris will die. 

Harris has in his possession a magical pen which he can 
use to shoot the Doodles with. This powerful BIC can also 
be employed as a vacuum cleaner to suck up the destroyed 
cartoon bods and thus remove them from the real world. 
With the action happening simultaneously in both locations, 
Harris must, in theory at least, constantly leap between the two 
dimensions using the handily placed Vortexes and maintain the cos- 
mic balance for a set time limit. Easy or what? 

(Below) Before you get into the action proper 
you have to negotiate a series of intercon- 
necting streets. If you shoot the Doodles 
with your pen, they explode to leave behind 
coins which can be collected and used to 
bribe your way in through the talking doors. 
It'* an extremely easy part of the game - more 
so because if you touch the Doodles you don't 
actually lose energy but some of your coins. A 
map of the level can be called up by pressing 
'M', as shown in the inset. 





A pen may not sound hard but it sure packs a mean punch. 
The Doodles don't require much to be persuaded to clear off 
(one squirt of deadly ink of our hero's pen should do the 
trick). An interesting 'feature' rears its ugly head occasionally 
here; sometimes the 
purple dogs cannot be 
shot and roam the 
streets until they 

come into contact 
with 
you. 
That's 
fair. 
Isn't it? 



Here we are in Cool World. Lovely, 
isn't it? The swirling brown things 
are the vortexes that can be used 
to travel between the two 
ocations. All you need to do is pull 
down on the 'stick when you're 
passing the vortex and after a brief 
moment you'll find yourself in the 
other world. 
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the bulging black bubble is a captured baddie. If you press and hold fire 
he'll be sucked into the pen and the timer will decrease by four seconds. 
You can also shoot the bubble to reveal a bonus, anything from an ink bot- 
tle to a hamburger but by doing so the time is increased. The choice, as 
they say, is yours. 



Once you've 
completed a 
level it's back 
out onto the 
streets to collect 
some more dosh. 
A telephone will 
rush about and 
when you come 
into contact 
with him he will 
describe the 
next crime that 
the Doodles are 
going to 
attempt. This is 
all superfluous, 
really, as what 
they're doing is 
irrelevant - it's 
where they're 
doing it that 
counts. 
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If you judged Cool World by its 
opening sequence it would be verg- 
ing on the pervy. If you judged it 
by the opening level you wouldn't 
buy it. But if you judged it by the 
game as a whole then you'd have 
mixed reactions, as I have. I can see 
a good game in there, screaming to 
be let out, but an extremely aver- 
age game is smothering it almost to 
the point of death. The switching 
between both worlds is a good idea 
but it Isn't implemented particular- 
ly well and on the majority of lev- 
els you can get away 
with remaining in the 
real world and just 
picking off the 
Doodles as they 
enter. It would have 
been a lot better if 
there was an actual 
level objective 
Instead of this 'hang 
in there until the 
timer runs out' busi- 
ness which, by defi- 
nition, means things 
don't really get as 
frantic as they should have been. 
There's some sloppy programming 
in there as well • the screen slows 
down terribly when there'smore 
than a handful of sprites in view 
and the main character sometimes 
walks half way into a wall with his 

legs spinning wildly. It's not a terribly hard game either 
and with sixteen levels it's not going to tax you for a 

very long time. Overall, then, 
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If you let a Doodle 
roam free in the real 
world for too long he'll 
turn into a Nickel 
Baiter'!! These nasty 
creatures zoom about 
with scant regard for 
gravity, packing items 
in their gobs to take 
back to Cool World. 
They take a good few 
hits with the trusty pen 
to get rid of but. more 
often than not. the 
bonus they leave 
behind will be worth it. 



Gratuitous pictures of the 
intto ahoy! If only for my 
own sake 
I've decided 
to include 
this piccy 
just because 
the cartoony Kim looks 
lovely. The intro begins 
with a series of grainy 
black and white 
animations depicting a pen 
falling from a table. The lid .— >■ 
flies off, ink begins to drip 
out and a gorgeous pout' 
ing Kim begins to dance... 




it's by no means an essential 
purchase but just very aver- 
age and, as such, twenty 
sU quid is an awful lot 
of money to be spend- 
ing on a 
game of this 
quality. Try 
Lethal 
Weapon 
instead. 
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Kevin Goes Bald, Kicking Great 
Birds, Kissing Good Bees, Kept 
Green Berries, Karen Gives Bl... 
Enough of this, Simon Byron is 
the only person who really 
knows what Virgin Games 9 
K.G.B. stands for... 
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If you want to chat with people then 
feel free, there are loads of topics to 
discuss from the weather to women. 
Questions and responses are select- 
ed from the multiple-choice lists. Of 
course, if you've anything specific to 
enquire about, this is the place. 

■ t's just my luck to get this one, you 
I know. I can see that my fingers are 
I going to be tired out by the end of 
this review what with all the Mr 
Unpronounceable-name people that 
populate the rough, tough world of 
the K.G.B. but, being the profession- 
al journo that I am, I will endeavour 
to overcome such obstacles and pre- 
sent a full and informative appraisal 
of the game that people in 'the 
know' are currently calling 'K.G.B.' 
(for reasons that are classified). 

The KGB was one of the most 
powerful and feared organisations in 
the world and their 'methods' were 
unique to say the least. It has not 
been unknown for them to cut 
tongues out or bash blokes (or 
women, children, animals, flow- 
X^H efS " even a few t f e«) around 



with a diverse set of weapons that 
include rubber'hoses, truncheons, 
belts, boots, bottles and hot-plates 
(of the floral rimmed, bone china 
type, I'd guess). They are one of the 
most feared groups in the world 
and with methods of torture like 
that, I'm not surprised. 
"But what has this all got to do 
with me?" I hear you all ask (poet- 
ic licence, I know). Well, you are 
Captain Maksim Rukov, a newly- 
appointed member of a sub-branch 
of the KGB entitled 'Department P'. 
Your super-hard boss, Vovlov, packs 
you off to investigate the death of 
Golitsin, an ex-KGB member him- 
self. With the strict order to "Pre- 
sent your report at six o'clock", you 
set off into the cold world of Com- 
munist Russia... 



Golitsin's sister will so 
appear (inset) so take t 
inside and question h 
When you've finish 
gleaning information, i 
her to leave and **• 
hand you an mm 
cassette. If you know Im 
these things work I* 
I'm sure you do) HI 
obvious what you need 
do to listen to the tm 



Having heard the mysteri- 
ous info, pop over to 
Uncle Vanya's (don't talk 
or attempt to kiss Yegor 
because he's had his 
tongue removed) and pick 
up the American dollars 
and civilian clothes from 
the drawer in your bed- 
room before returning to 
Department P. Tell Vovlov 
that you've listened to the 
tape and further quests 
will be revealed... 



/ 



MISSION 

ACCOMPLISHED? 

Most of the aspects of the game can be described 
by walking through the early stages of the game. 
This also doubles as a solution to the coverdisk 
demo we ran a couple of months back. What a 
stroke of luck, eh? 



The game 
begins in your 
new office 
There's not 
much to do or 
find hare so It's 
best if you 
leave pretty 
sharpish and 
pop through 
the door on the 
right... 
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Once outside your 
office you'll meet this 
gruff guard who's not 
very talkative. If you 
try to leave the room 
(movement between 
rooms is achieved by 
just clicking on the 
door) Volvov will 
appear and summon 
you into his office... 

Volvov Isn't the nicest 
of bosses to work for - 
he could do with a 
course on people man- 
agement for a start - 
but being the new boy 
you'll have to listen to 
what he's got to say. 
He's also very time con- 
scious so pay attention 
to the deadline he 
gives you. 
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Before we start I'd just like to say that 
the music, groovy as it is, is the most un- 
KGB-ish collection of crotchets and qua- 
vers that you could ever imagine (it's 
changed from the coverdisk demo a cou- 
ple of months back). Initially It's quite 
appealing but I bet thai most monitors 
will be running with the volume down 
low within five minutes of play. Apart 
from this, though, the hard-edged world 
of the Soviet Secret Police Is portrayed 
extremely well and the text descriptions 
are sometimes quite shocking. Whilst 
this could make It a depressing game to 
play, Cryo have injected plenty of dark 
humour into the game which, surprising- 
ly, adds a great deal to the gameplay 
instead of detracting as you might think. 
A special mention must also go to the 
intelligent mouse-pointer which makes 
light work of all the object manipulation 
and general adventuring. The way that 
the various commands can be called up 
so that they always appear under the 
current position of the cursor Is also 
excellent and this ease-of-use is a boon, 
especially considering the amount of 
Interacting you need to do. The adven- 
ture itself Is huge (to say the least) and 
the only reservation I have about it is 
that It is, on occasions, very time sensi- 
tive. Sometimes it is very easy to miss 
appointments and subsequently mess up 
a particular aspect of the adventure. Just 
a tiny gripe, though, as I'm sure that if 
you're after a mature, humorous adven- 
ture then K.C.B will fit the bill more 
than nicely. 



The interface in KGB is 
very easy to use and all 
options are available via 
the mouse. Conversations 
(right) are conducted by 
choosing topics from a 
pop-up menu and all 
actions' can be called up 
and selected with a simple 
click of the right mouse 
button (below right). 



Publish™. Virgin 

Deve/opcr; OyO 

£30.99 January 



MEMORY 

1Mb 



mm 



OVERALL 

86% 




Once inside Golitsin's you should pick up all the 
available objects (don't forget to check out the 
radio) and attempt to open the drawer. 
Unfortunately you'll discover that it's locked and 
the key is nowhere to be seen. Perhaps you 
should ask somebody for it? If you do manage 
to obtain the key then you'll find a few handy 
items which are essential to your progress. 
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Unlike th« film, Ripley has an impressive arsenal with 
defend herself, including the second film's M41A pulse 

flamethrower, a rocket launcher and a handful of grenades. 
Supplies are limited to 99 units of ammo for each weapon, but 
can be topped up by... you guessed it... picking up crates that 
\ have been conveniently left around the colony. A natural 
1 athlete, Ripley can shoot at the slimy suckers while crawling 
/ through tunnels and climbing ladders, and also aim her 

/ shots up or down to knock out those inconveniently-placed 

enemies. What a girl! 
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A typical level or stage consists of 
large platform- based areas where 
the hostages are being held, and 
claushrophobic duct networks that 
link them together. Ripley travels 
from area to area by crawling and 
climbing through these grotty tun- 
nels, which also happen to be inhab- 
ited by the overgrown 
creepy-crawlies. To add to the ten- 
sion, some tunnel areas are olacked 
out. becoming illuminated only 
when Ripley plucks up enough bot- 
tle to enter. 



Phew! This prison 
planet is a bit treach- 
erous. Never mind 
about all these aliens 
climbing up the walls 
and dropping down 
from the ceiling, 
there's plenty of 
other perils to worry 
about. Falling too far 
can be fatal, as can 
coming into contact 
with any of the big 
fans that ventilate 
the complex - 
remember in the film 
where that geezer 
got sliced to 
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Hmmm. The most notable thing 
about Alien 3 is that you probably 
wouldn't know it was based on the 
film if it didn't say so on the box, 
because the designers have so obvi- 

Publishrr: ACClaim 

ously ditched 99% of the film mate- omtthpaK Probe 

rial to concentrate on doing their , , 

own thing. Given the limitations of 

the movie this is no bad thing, but Ke y bo«rdf,oyrtWjoyp»d 

it does make you wonder if we re memory I disks 

experiencing a serious lack of origi- 51 2K 2 
nality in the film licence genre at 

the moment. Forgetting the film I^^fflTH 

connection and concentrating on , ■ ■ 

the game, though, Alien 3 is a com- jW> jk L^V 

petent blaster cum arcade "^0^ 

adventure. It moves at a decent 'eaaWWVW^LaaV 

rate, offers plenty of pyrotechnical L tl I 'H " 

treats and, in general, feels good. ^^// 7fl^ 

The problem is that Wmm^ | U ft) 

it's a trifle unfair at ^ 
'.II times, mainly because 

_ j of the Aliens' irritat- — i i 

| ~ ing tendency to leap / Qi J 

"] out at you with little 4jSk\ 

or no warning - fTTY^TTITZTI 

the scanner doesn't ^^^^^^^^^j 

I = LbnaM help much in this 7fl7 
^— bkS respect. The problem J (J (Q 

iMHHi is that they move so ____ 

fast, it's often difficult Q If E R A L 1 

to blast them before they're on top ■■ M JVV 
of you. It's nice to have a choice of M WW V/ 

weaponry, but none of thern are M&%> 
radically different. Does it matter if | V 

you kill an aliens with bullets or ''■ • ■ if>*X, 

fire? Not really - the only time 

there's any need to switch is when your current weapon is 
low on ammo. It would have been nice to have some more 
forgiving player control in the tunnel sections too. Moving 
around can be a pain, and it's here that the alien attacks 
are at their most annoying, sometimes giving the player no 
chance to defend himself. The fact is, though, that none of 
these faults render the game unplayable. Most of the time 
it's enjoyable enough, but you never really get that 
"What's around the next corner?" feeling of tension you'd 
expect from an Alien game. Forget about the film - if 
you're after an Alien 3 game, you'll not find it here. What 
you will find is an above-average action game that won't 



turn many heads but is worth a look never-the-less. 
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"Yeuch!" That was my immediate 
reaction to RoboSport. If my years 
in the games-reviewing business 
have taught me anything it's that 
any game that runs in Workbench is 
99% certain to be a pile of old 
doggy doo-doo. Fortunately, 
RoboSport proved to be in that tiny 
1% of games that aren't... Mind 
you, not that you'd think that was 
going to be the case from the graph- 
ics and sound as both are poor, 
especially the latter, and the use of 
the bog-standard Amiga font 
throughout the game conspires to 
make it look like a 
very amateurish 
affair. It's likely that 
the typical gamer 
will be so repulsed by 
the terrible front end 
that they'll not be 
inspired to venture 
into the game beneath, 
which is a big pity as 
it's good fun. Thanks to 
a superb beginners tuto- 
rial in the manual it's 
easy to get to grips with 
the excellent droid con- 
trol system very quickly. 
The tension and 
suspense generated by 
the synchronised turn 
system is brilliant, and 
this nail-biting atmos is 
heightened by the fact that as the turn is gener- 
ated by the computer (which takes a short 
while) you can hear the shots and explosions as they hap- 
pen but not see them... until you watch the playback. Also 
I would've have preferred the droids and backgrounds to 
have a 'harder' look - the cute style just doesn't seem to fit 
- but don't let this or the (very) rough edges put you off 
what is one of the better fun strategy games on Amiga. 
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Ocean's RoboSport looks like a PD game, 
sounds like a PD game and feels like a PD 
game but that didn't put off brave boy 
Davey Upchurch! 

Ocean have been a bit quiet about RoboSport, the latest from Sim 
City/Earth creators Maxis. Indeed, until the fully-boxed and finish* 
copy plopped onto my desk I hadn't seen anything about the gan 
at all. bar a few snippets of pre-release news a few months back. Norma- 
ly this lack of fanfare for a game's release implies an embarrassing duffer 
but there's nothing to be ashamed about with RoboSport; despite lack 
lustre aesthetics it's not at all bad. 

It's a strategy/wargame, with the player competing against a maximur- 
of four human- or computer-controlled enemy teams. Every turn, the play 
er gives orders to his squad of battle-hardened droids, directing thei 
around the game 'arena' and into battle. Points are awarded to the com- 
batants depending on their performance and specific game tasks completed 
and the player with the highest tally is crowned victorious - it's not always 
the last team left standing which wins, although it usually is! 

There's a huge number of options, allowing you to vary combat scenar- 
ios, game complexity, arena terrain, droid weapons... Maxis claim there ar* 

over 2100 games to try out. If you 
ever) get bored of all the preset 
games you can even design you* 
wn customised ones! 



Each turn the droids are directed 
around the battlefield using a 
point-n'-click interface called 
'See* +' (sad programming types 
will get the, ahem, 'joke'). Apart 
from simply moving the droids 
from A to B, the player can also 
make them crouch (although 
this limits their movement), scan 
the area and fire on any targets 
| that happen to come within 
range, aim and fire on specific 
targets and so on. Although a 
bit bewildering at first, in use 
■t proves to be an easier and 
friendlier system than it Ini- 
tially seems. 
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Once all the teams have been given 
their orders, the turn is generated 
and the player can sit back and 
watch as the action is played out. 
Because the player has to base his 
orders on info about the enemy posi- 
tions dating from the end of the last 
turn, this part of the game can be 
nerve-wracking, especially when you 
see your droids dumbly wandering 
toward an enemy ambush with you 
totally incapable of intervening... 



There are five different game types 
to sample, each with their own vic- 
tory conditions: Survival (be the 
player with the last droid standing 
on the battlefield); Treasure Hunt 
(like Survival, except there are 
bonus-awarding 'coins' to find); 
Capture The Flag (kidnap the 
enemy's standard while defending 
your own); Hostage (like Capture 
The Flag, except you have to rescue 
a captured droid and if the Hostage 
is killed during the attempt there's 
a heavy penalty to pay); and 
Baseball (be the first to get your 
droids onto all the 'bases' scattered 
around the arena). 
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19 99 
1999 
16.49 
16 99 
16 49 
23.99 
16.99 
16.49 
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20 99 

22 49 
99 

1649 
2249 
16.49 
16.99 
.24.99 
16.99 
.16.99 
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1649 
21.99 
20.99 
16.99 
23.99 
23.99 
24 99 
. 22 99 
.20 99 
...16.99 
...22.49 
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.22-99 
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1699 

23 99 
16 99 
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23 99 
1699 
1699 
1649 
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SABRE TEAM (1 MEG) 

SENSIBLE SOCCER 

SHADOW Of THE BEAST 2 

SHADOWLANDS 

SHADOW WORLD . 

SIM EARTH ™ 

SILENT SERVICE II 

SILLY PUTTY (1 MEG) 

SIMANT 

SIMPSONS 

SHUTTLE (REDUCED) 

SPACE ACE2 

SPACE 1889 

SPACE CRUSADE , 

SPACE QUEST IV , 

SPECIAL FORCES 

STREET FIGHTER II 

STRIKER 

SUPER SPACE INVADERS 

SUPER TETRIS 

SUSPICIOUS CARGO 

TEAM YANKEE 

TEAM YANKEE II ...... 

TEARAWAY THOMAS 

TENNIS CUP 2 

TERMINATOR II 

THE CARL LEWIS CHALLENGE 

THE COOL CROC TWINS... 

THE MANAGER ~ - 

THE PERFECT GENERAL 

THUNDERHAWK AH-73M 

TITUS THE FOX - 

TRODOLERS.- 

TV SPORTS BOXING . 
TV SPORTS BASEBALL 

UGH „_ 

ULTIMA VI 

UTOPIA 

VIDEO KID . 
VIKINGS™. 

VROOM 

WAX WORKS _ - 

WEEN — 

WILLY BEAMISH 

WING COMMANDER H MEG) 

WEZWD „ 

ZOOL(REDUCED| 
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15 99 

16 99 
16 99 
16 99 
16.99 

22 49 

23 99 
(NEW) 16 99 
2399 

1649 

20 99 
25 99 
19 99 
1699 
25 99 

21 99 
1B99 
1699 
2099 
2299 
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19 99 
23 99 

TBA 
16 99 
1699 
1699 
1699 
2249 

22 99 
21 99 
16 99 
16 99 
16 49 
16 49 
1699 
20.99 

20 99 



COMPILATIONS 



(NEW) 



16.99 
1699 
24 49 

2249 
21.99 
22 49 
16.99 
15 99 



ACCESSORIES 

1/2 MEG UPGRADE • CLOCK (REDUCED) 

AMIGA 4 PLAYER ADAPTOR 

40 LOCKABLE DISK BOX 

80 LOCKABLE DISK BOX 

BOX 10 BULK DISK. 

BOX 10 SONY DISK. ..... 

OUICKSHOT PYTHON 1 

OUICKSHOT MAVERICK .. 

QUICKJOV JET FIGHTER 

QUICKJOV TOPSTAR 

COMP PRO 5O00 EXTRA CLEAR 

NAVIGATOR , _~ - 

ZIPSTICK-.-. , 

DISK BOX & 



24 99 
799 
.699 
.8.99 
..6.99 
...9.99 
10.99 
14.99 
13.99 
2099 
1399 
13.99 
13 99 



JOYSTICKS P&P £1.00 



BOARD GENIUIS 

SCRABBLE, RISK CLUEDO. 
MASTER DETECTIVE 

£17.99 



BIG BOX 2 

R- TYPE. 
GHOSTBUSTERS.SHANGHAt 
SINHAO, DEFENDERS OF TH 
EARTH. TV SPORTS FCK 

BACK TO THE FUTURE 3. J 
ARM A I ATE, IK +. BAMBL'ZAl] 

£17.99 



SUPER1 IGHTERS 

FINAL FIGHT, W.VP.F, 
PITF1GHTER 

£16.99 



DREAM TEAM 

TERMINATOR 2, SIMPSONS 

VP .W.F. 

£17.99 



BUDGET GAMES 
TOP OFF LIST PRICE 
P&P ONLY 50P 



i D POOL 

BACK TO THE FUTURE III.. 

BUBBLE BOBBLE. 

CARRIER COMMANO 

CHASE HO 

CISCO HEAT 

DOUBLE DRAGON 

EMLYN HUGHES SOCCER 

F1 6 COMBAT PILOT- 

GAUNLET 2 

GOLDEN AXE 

JAMES POND 

LOTUS ESPIRfT 

MOONWALKER 

NORTH A SOUTH 

CJ IN THE USA 

BATMAN THE MOVIE 

PANZA KICK BOXING 

PITFIGHTER 

PLOTTING 
PROTENNS TOUR 

RAINBOW ISLANDS 

TV SPORTS FOOTBALL 

TV SPORTS BASKETBALL 

PAPERBOY IL 

JOHN LOWES DARTS 

SHOOT EM UP 

4D SPORTS DRIVING... 
4D SPORTS BOXING 
WACKY RACES 
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Pubtithor. Psygnosis 



Develop?' 

Lunatic software 



£2S.99 Out Now 
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CYTl 

Oh dear. Prototype 
droids in an 
underground 
robotics research lab 
are running amok, 
killing scientists, 
smashing walls and 
generally damaging 
the furniture. Send in Upchurch to sort the 
situation out! 

Way back in the dawn of computer gaming, there was a rather 
excellent little arcade coin-op by the name of Robotron 2084. 
From Williams, the people who brought you Defender, the game 
was a simple but highly addictive shoot-'em-up set in a barren single-screen 
arena, starring a hero with a big gun (hooray!), a gaggle of shambling 
humans begging to be rescued and a seemingly-endless supply of blastable 
droids. The aim was refreshingly simple - stay alive long enough to get onto 
the next level... 

Now imagine this basic but winning formula tarted up but sadly dilut- 
ed by the addition of the typical trappings of a 90s game, I.e. fifty-frames- 
per second scrolling maps to explore, switches to press, power-ups to col- 
lect and - damn it all! - a plot, then you have, in a not-so-compact nutshell, 
Cytron. 




Each game level consists of a small 
number of station floors connected 
by transporters. The player's aim is 
simply to find all the stranded sci- 
entists wandering around and res- 
cue them (by running them over • 
which It a funny way of rescuing 
people, If you ask me). Once all the 
scientists have been found the 
transporter to the next level opens 
up. Time Is of the essence - not only 
will the rogue droids kill the scien- 
tists if they find them first but also, 
more worryingly, the whole level is 
primed to self-destruct. 




















ii 



Later levels introduce switches which 
activate and deactivate forcefield 
walls. These really cause problems 
on the levels which force Cyt and 
Ron to split up, where switches in 
Cyt's part of the complex may affect 
walls in Ron's area, and vice versa.. It 
can all get very, very confusing... 



Some of the game's 'tighter' situa- 
tions require the player to split 
Cytron into its two individual but 
weaker components, Cyt and - you 
guessed it - Ron. The player tan then 
switch to and fro between Cyt and 
Ron with a tap of the spacebar. Of 
the two, Cyt is the nippier but it can 
only use the weaker laser weapons, 
while trundling Ron is limited to 
lobbing out a variety of short-range 
but highly-powerful grenades. 



By logging onto 
the research sta- 
tion's terminals 
the player can 
change Cytron's 
weapon, reroute 
energy from the 
battery reserves 
to top up Cyt and 
Ron's shields, 
access floor maps 
(to locate the sci- 
entists) and find 
out the general 
status of play. 



Although I'm loathe to admit it, 
there's nothing that wrong with 
Cytron that an injection of decent 
graphics wouldn't have cured. Yeah, 
yeah, I know - good graphics don't 
make a good game but, let's be hon- 
est, they help, don't they? Cytron 
just looks so drab and depressing. I 
mean, take the explosions - couldn't 
they find a better colour than boring 
(and totally inappropriate) blue? 

After a couple of levels 
it quite gets you down. 
The game Itself is fine. 
It's not quite the Para- 
droid beater that the 
press releases implied - 
it's nowhere near pol- 
ished or clever enough 
to be that - but the 
action's fast and furi- 
ous and the strategy 
element is good (hav- 
ing to split up the Cytron tank to 
negotiate the narrow corridors is a 
nice idea). Cytron's not that hard - 
you can simply avoid the enemy 
droids, rescue the humans and get 
out if you want, though the later 
levels do tend to force you into 

combat - but get 
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caught in crossfire 
and it's very easy 
to lose your one 
life frustratingly 
quickly. Cytron 
isn't going to be 
topping anyone's Xmas list, but It's a 
pleasant-enough little time waster. 
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REVIEW 



Simon Byron's mum wouldn't 
exactly describe him as a tear- 
away - she'd use something 
much stronger, probably swear- 
words. What do parents know, 
anyway? Nothing, that's what. 
And I'll tell you another thing.., 
(Just write the review - Ed.) 




Good old British Bulldogs, that's what I say. II it wasn't for those lovable creatures then- 
would be a generation of thugs with other assorted animals tattooed on their bkep*. 
or foreheads. I wonder why the British chose the bulldog as a symbol of patriotism 
anyway. What was wrong with a bat or Anthea Turner? I'd certainly have both those perma- 
nently engraved on my skin, no worries. Anyway. I digress. 

Tearaway Thomas is a bulldog and a rather cute one at that, thank goodness. He's bee- 
charged with the task of appearing in an all-new unlicensed platform game which will, the 
marketing geezers at Global Software hope, become as successful as that bloody hedgehog 
and that thick plumber. Thomas has found himself, like you do, in a strange new world frorr 
which he can only escape by collecting a set amount of gems and making his way to the ex<r 
point. Each level has a strict time limit and a number of nasties and Tom must battle his wa> 
through fifty of these levels in his journey from Woodland to Futureworld. 

The game's hype has been conspicuous by its absence - there simply hasn't been any. This 
could be considered as a point in Tea ra way's favour or look as though the software compa 
ny is embarrassed by its new game. Whatever it is, it's a strange game, and no mistake. Lets 
find out why, shall we 




These helpful red arrows pop up occasionally to nudge 
you In the right direction, so there isn't much chance to 
get lost. The purple birds, although cute, are deadly and 
cannot be destroyed due to Thomas' complete lack of 
destructive ability so it looks as though he'll have to 
tread carefully during his trek. 



Vou don't have to 
walk everywhere in 
Thomas' colourful 
land. These swing- 
ing platforms pro- 
vide ideal transport 
from A to B with the 
minimum of fuss. As 
the player always 
has control over the 
bulldog even when 
he's leaping or spin- 
ning through the 
air, jumping onto 
them is a lot easier 
than it actually 
looks. 





(Above) The exit 
remains nailed up until 
the stated amount of 
gems have been collect- 
ed. There are often 
more gems on the level 
than you actually need 
with the percentage 
required increasing as 
the game wears on. 
Once a sufficient 
amount has been col- 
lected, a message will 
inform you that the exit 
is open and you can 
either make your way 
straight there or go for 
extra points. 





R E V I E 




Thomas flies through the air in a - 
how shall we put it? - hedgehog- 
inspired spin. He may not be able 
to destroy anybody whilst in this 
position but he can bounce off the 
top of most of the other creatures 
that wander about. Doing this pro- 
vides extra points so all you high- 
score freaks can use this move to 
your advantage. 



Some levels vary from the sprawling 
mass of platforms to the almost single 
screen width we see here. The exit is 
located at the top of this very tall tree 
and whilst this may sound fairly easy, it 
actually requires a good deal of 
platform negotiating skills for Thomas 
to reach the sum 





THE VERDI CT 

Blimey It's fast. Too fast in some 
places and It strikes me that 
perhaps the game could have been 
toned down slightly. It's all very 
well pushing the machine to Its very 
limits but when it causes some of 
the mad, frantic situations found In 
TT it can also work against it. It's 
hard as well and some of the levels 
pushed my incredible gaming 

talents to their vast 
limits. So, we've 
established that 
Tearaway is a fast, 
hard game - but Is 
it any good? Well, 
yes, very much 
so, but I think 
that it could 
have been just 
a touch better 
if a couple of 
important ele- 
ments had 
been imple- 
mented 
slightly differently. Thomas 
should have been given some form 
of destructive ability - it seems 
weird having to avoid everything in 
a game. Another aspect of the game 
which Is mildly annoying Is the way 
that the player Is penalised for 
touching the nasties. Because 
Tearaway Thomas is so time sensi- 
tive - the harshest punishment is 
the period of time where 



As well as running and standing on moving plat- 
forms, Thomas can climb as well as Chris 
Bonnington. There are many of these ropes hang- 
ing around the place and it is surprisingly easy to 
leap on and off them. A good job. really, as. more 
often than not. you'll find loads of extra birds 
around these ropes, just waiting to attack you. 

When the Shamen sang 'Bees are good' they 
obviously hadn't played Tearaway Thomas) 
These stripy creatures flit about with alarming 
speed, constantly homing in on you. They are 
the hardest creatures to avoid that I have 
come across - perhaps too hard - as it Is almost 
impossible to avoid getting struck by them more than once 






£25.99 Out Now 
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Thomas looks stunned whilst the 
seconds tick away. This is all 
well and good but, on 
occasions, he gets stuck 
between two fiends and Just as 
he Is about to get up is struck 
again. Aside from those two 
grumbles, though, TT is a tough, 
enjoyable game which really does 
achieve what it sets out to be - 
namely a fast, playable platform 
game with no overly-fancy bells or 
whistles. 
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Bart 

Simpson's 
favourite 
Krusty meets 
The One's resi- 
dent funny guy 
David Upchurch 
in a titanic Klash 
of the Klowns! 



mm Kids! Who do 
you love?" Krusty's 
catchphrases will be 
well known to anyone who's even 
remotely familiar with The Simpsons. The 
comical clown is Springfield kiddie TV 
most popular celeb who happily abuse 
his position of trust by having a cynical 
ger in just about every tacky mercha 
pie going, from Krusty Burgers through 
Dolls to Krusty Summer Camps, 
of wholesome character to be hero of a cutesy , 
arcade game, eh? V. 

The game is a bit like a sprawling version of Troddlers, 
with heavier emphasis placed on the platform-y aspects 
of the game than Storm's arcade puzzler (this was a con- 
sole game first, after all, so there's got to be some plat- 
forms in there somewhere). A plague of rats are causing havoc 
in the Funhouse so Krusty has to enter each of its many rooms 
and, using the blocks, springs, pots and fans lying around, coax the 
rascally rodents to a rat masher. 

Once all the rats are disposed of 
in a given area of the Funhouse com- 
plex, the door to the next opens up. 
except with more devious puzzles 
and precarious platform arrange- 
ments. Get the idea? Good, then I'M 
begin... 




You can't complete 
(and thus open up furtSv 
rat-infested areas of 
Krusty's Funhouse) until 
you've found a way to 
open these special doors 
with the golden locks. Ar* 
the only way to do that n 
to successfully 'complete 
all the other rooms in the 
area. 'Completing' a lev* 
doesn't always mean just 
getting rid of all the rati 
there may also be secret 
rooms you've got to 
explore as well. 
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Some purple bonus blocks contain a weapon, either a custard pie or a pur- 
ple blob. The custard pies come in healthy sets of ten. but are pretty feeble - 
on the later levels it can take several pie hits to see off an enemy. The blobs 
come in limited clips of five but will bounce around wildly, blasting any 
monsters or destructible blocks in their path. 



The most common 
type of block is this 
blue variety. All they 
do is provide a handy 
stepping stone for the 
rats to climb up to 
out-of-reach ledges or 
platforms. Other block 
types include purple 
ones (which contain 
bonuses), fans (which 
blow the rats around). 

springs (to bounce 
Krusty about) and jars 
(which can be used to 
trap the rats so that 
they can be carried 
about). 
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Pubinher: Acclaim 

{»■•< lOllft 

Audiogenic 



£25.99 Out Now 
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THE VERDICT 

Games that are hybrids of gaming 
styles very rarely seem to work. 
Because the programmers are trying 
to cover more than one base the 
differing aspects of the game are 
invariably diluted, resulting in a 
mish-mash crossbreed that doesn't 
appeal to fans of either camp. 
Krusty's Super Funhouse, however, 
is the welcome exception to the 
rule. Yes, the puzzles are hardly 
comparable to those found in 
Lemmings or Troddlers and the 
platform action is far Inferior to 
that in, say, The Addams Family or 
MacDonalds Land, but somehow 
Krusty's manages to be much more 
than the sum of its parts. It's 
simply great fun to play, and 
what more can you want 
from a game that that? 
Aspects of the game annoy, 
however. It would have been 
nice, for example, to have 
had some way of scanning a 
room to see what you have to 
do. It's also frustrating that 
when you re-enter a room 
because you missed a secret 
area you have to collect the 
rats again. The game's worst 
fault is that it's very un- 
forgiving at times; make one 
mistake and you might as 
well hit the 'Quit' key right 
away. Still, these are small 
prices to pay for such an 

enjoyable game. It might get a bit repetitive, but 
that never stopped Lemmings being a smash hit, did 
it? The next time somebody asks "Who do you 
love?" now you know what to reply... "Krusty!" 

f *,f \ T .< . j Although the core of 

the game is the 
Troddlers-esque puz- 
zling, there's also plen- 
ty of platform- style 
action to enjoy. Here 
Krusty's dodging 
lethal drops of acid, 
while elsewhere you'll 
find him performing 
the usual Marlo-ctyle 
feats as riding moving 
platforms, jumping 
over pits and dodging 
enemy missiles. 
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PRICES 

1-6 DISKS CI 26 
5-10 DISKS Mp 
20* DISKS Up 



POSTAGE 

UK ORDERS 75p 
EUROPE C2 00 

WORLD 14 M 



HOW TO ORDER 
PImm maka cfioquM **1h bankof* card nu>nt>&r 
or pocUl ordam payaMe to * ORION PD * 
M otOara dea patched m clan Mtra day. 
■ iinn f>nnn i nuiaWm ( )• Number of <Mka 
WBJ ■ Una program is only WBZM ODmpatiHa 



SPECIAL PACKS 



BUSMEee PACK 1 * 
BUSINESS PACK 2 • 

imunespAOK <• 

FONTS PACK 1 * 
CUP ART PACK 1 * 
CUP ART PACK 2 * 
PACK1* 
PACK 2 * 



Coniatnafiolafca £406 
Aha-ltMr AdBka V4 as 
Cbntaina 6 dlaka C486 
Conlama 3diakB f2B6 
Contana Sdiaks C4.Q6 
ContMoa fi dlaas (4 06 
5 duka 3D gamaa C4.06 
ftdtaka -Maantaa C4J6 



1/ 2 PRICE P.D GAMES 



The Best of P.D. Games 



Quick money 
Doody 
Cybernetix 
Gonoku 
Croak 



Invaders 
Biplanes 

Tanx 
Defenda 

QBic 



Dtris 
Megaball 
Microbes 
Missile Command 
Mutant Camels 



WE HAVE TESTED AND SELECTED THE 
FASTEST, LOUDEST, HARDEST, FUNNIEST P.D. 
GAMES, INTO ONE WICKED ACTION PACKED 

BUNDLE!! 



COMPLETE SATISFACTION GUARANTEED 
ALL DISKS ARE VIRUS FREE. ALL GAMES ARE 
A500/500+/600 COMPATIBLE SOME REQUIRE IM6 



iPlease rush me the best of P.D. Games. 

il enclose a cheque □ Postal ordeO for £6.99 

Iname 

iADDRESS 



01 



BITBLASTERS, 9 GLENVALE CRESCENT 
NEWRY, CO DOWN, N IRELAND BT35 8BX 



Widely accepted as the most accurate football simulation available 
FOOTBALL TACTICIAN 2 now otters even more powerful facilitres wher 
set it in a class of its own. New features Include: 

* Multi-user capability now increased to 46. with new rating system 
reflecting manager's ability and achievements 

■ FA Premier League and Division One permanently in memory with fui 
interaction, promotions, transfers, play-offs, local and European Cups. 

" 900 players accurately and meticulously named, with real ages 
aptitudes, skills, playing positions, caps and market valuations. In 
addition, all European players are also accurately defined. 

* All 88 league referees included with true-to-life behaviour. 

* Built-in intuitive team editor capable of entering new players and fine- 
tuning up to 32 parameters Essential for the serious user. 

' Unique database-type search facility plus comprehensive data link 
giving access to additional, accurate, historical information on selected 
players This feature may be further enhanced by the user himself 

* More recording options: up to 36 matches always recorded IN FULL 
for instant full-scale replay plus another 21290 match results and 
league positions going back 20 years, all instantly retrievable' 

' Intelligent behaviour of computer sides capable of changing tactics to 
respond to situation on the field or making substitutions based on 
fitness and fatigue 

■ Three levels of commentary, from highlights only to ball by ball 
reporting. Plus mid-week transfer and fitness news 

* Friendlies. top scorers charts, precise transfer markets club history, 
financial position and much much more! 

FOOTBALL TACTICIAN is the first ever managen>ent game thai includes 
strategy as an inlegral part of a successful campaign. Team selection 
needless to say. remains a critical element. Each player m your 20-strong 
squad is now analysed in up to 20 different aspects, enabling you lo select 
the stele best suited for the match in hand. And then to the BIG innovation 
of FOOTBALL TACTICIAN: full on-line, real- time involvement during the 
match' For the first time ever, you will, as a manager be able to alter your 
strategy : choose a defensive or offensive system, mark certain opponents 
drop back some of your players if the pressure is tough, decide exactly 
when substitutions should be made, play the off-side trap, go for quick 
counters, etc.. With fuH on-screen commentary and minute -by -minute feed- 
back, you're as involved in the match as any of your players' You will soon 
realise that this is no ordinary soccer manager. THIS is the REAL THING 
You're in charge. You manage your side before and during the matcn 
Nothing is left to chance. Can you rise to the challenge? Try FOOTBALL 
TACTICIAN and prepare yourself for the ultimate football expenence. 
No known football game is more accurate! FT2 is updated 
weekly transfers, bids, injuries are recorded as ^m^Jhey happen. If 
your football game slill lists Des Walker dl Nott j^^t tngham Forest 
or Paul Stewart at Spurs ther^ it isn't Football ffj 




And now FT2 SCOTLAND! 

on the success of FT2. we are proud to announce the release of FT2 
Scotland. Comprising the Scottish Premier League AND First Division, it 
has all the unique characteristics of the original FT2, with of course the 
Scottish Cup. the SKOL Cup and all European Cups This version of FT2 
is the first ever quality game covering Scottish Football. 



snv 1 1 i<h 



FOOTBALL TACTICIAN 2 lone meg required) 
FOOTBALL TACTICIAN 2 (Scotland) lone meg) 

A'SO QvQiIOOWi 

FOOTBALL TACTICIAN 1 thalf-meg machines) 
FOOTBALL CHALLENGE (the best soccer quiz) 

i own an AM'GA A500/A500WA6OO □ ATARI 5I/SIE □ 

Name 
Address 



I enclose cheque lor My Viso numoe' is 

Visa o' Accey ^ame-o n ' i"*' ' Ovefsei 



£22.95 
C22.93 

£16.93 O 
C9.95 



TALKING BIRDS 0702 523607 

5 Minster Close Rayleigh Essex SS6 8SF 






"Christmas Time, Cheapos and lager. 
Children singing Christian bargains. 
With logs on the diskbox, 
And gifts on the mouse. 
It's time to rejoice with the games that we play." 
Yes, journey with Simon Byron into the cosy yuletide 

section we call 'Cheapos'. 



WHAT'S NEW IN 




ALIEN BREED 
'92 - SPECIAL 
EDITION 

Team 17 L\ 0.99 

There's no doubting that Alien 
3reed captured the mood and 
(eel of the Alien films better 
than any previous game, and that's 
including the official licences. A prop- 
er sequel is being coded as we speak 
but, as a treat for those of you who 
can't wait. Team 17 have released 
AJien Breed '92. The original game was 
criticised for only having six (albeit fair- 
ly huge) levels with not much variation 



between them This Special Edition 
remedies lhat situation by providing 
twelve all-new levels to explore. 

The gameplay is pretty much 
unchanged and the power-up 
weapons are the same but there are a 
few new features which are extreme- 
ly welcome. The first of these is the 



'Share Credits' option, which allows 
players in two-player mode to share a 
bank and removes the need for all that 
frantic trying- to-collect-the-credits- 
before the-other-player-does malarkey 
(although some people prefer these 
argument-provoking features) 

Another notable improvement is 
the introduction of passwords which 
allows players to jump back into the 
game almost at the point where they 
left off. In addition, locked doors can 
now be opened with a heavy blast 
from the gun and consoles are 
accessed by tapping the spacebar 
instead of fire, avoiding the infuriating 
situation in the original where you 
kepi logging on by accident. Smart! 

Should you buy the Special Edition 
if you've already purchased the origi- 
nal? Well, £10.99 is not an unreason- 
able asking price and the new levels 
are certainly challenging, so I'd say 
"Yes". If you didn't pick up Alien Breed 
the first time around Ihen clear off and 
buy this Special Edition now. 

OVERALL: 88% 




...Unfortunately Slicks, the new over- 
head racing game from the Code- 
masters, has been delayed "some- 
what" and has now been put back 
until mid-March so those of you who 
have been looking forward to a 
review in this issue are going to be 
sadly disappointed. Never mind.,. 



...Good news for all you Dave 
Upchurcfvlike gamers out there. Our 
sad Ed exploded with joy when I told 
him that one of his favourite games, 
namely Paradroid '90, will be released 
"shortly" on the Touchdown label, 
priced £9.99. I hope the same fate 
doesn't befall you lot... 



...Rumour has it that it really won't be 
too long before The Secret of Monkey 
Island will be released on budget, pos- 
sible by March. Start saving those 
pennies... 




...It's time to welcome a new budget 
label into our bosoms, so hello 'Glob- 
al Software'. This publisher will be 
releasing all of Demonware's old titles 
such as Gem'X and The Power 
for the snip price of £7.99. 
Unfortunately these arrived 
just too late to be included this 
month but, as I say every 
month, watch out for full 
reviews in the next issue... 



-1. 




I 



..Although this is beginning to 
look like a Codemasters press 
release, more news has 
emerged from the Warwick- 
shire-based budget kings. It 
seems that the long-awaited 
Quatro Firepower four-game 
pack will finally be released in 
February. It's only been 
delayed for a year, you 
know... 



89 



0 





FUTURE WARS Kixx XL £1 2.99 

Future Wars is an arcade advenlure from along that well-trodden Mon- 
key Island path While doing some seemingly- harmless window clean- 
ing, the hero of the game - controlled, naturally, by you - discovers 
a porthole to another time which he decides to enter (like you do). The plot 
then sprawls across a number of different time zones as a massive alien plot 
to take over the planet (which you must foil) is gradually revealed 

For a game originally released in 1989, Future Wars looks and sounds 
excellent. However, some of the puzzles may not suit everybody; there's 
quite a lot of the old 'idly scan your mouse pointer over the screen in the 
hope of hitttng a pixel-sixed object of interest' time-waster. Also, it's too 
easy to get stuck in a dead end because you didn't pick up a vital object ear- 
lier on. 

But if there's one thing that realy lets Future Wars down it's the player 

interface. This Is. perhaps, the 

only aspect of the game 
which hasn't stood the lest of 
time particularly well as it's 
extremely fiddly to say the 
least. When compared to 
Kyrandia (I will stop going on 
about it one day), the control 
over the hero and the way he 
manipulates the various 
objects is crude and can actu- 
ally hamper your puzzle solv- 
ing. 

As for the mark... Well, in my opinion it's a better adventure than last 
month's The Last Crusade which was given an impressive 90% so in theory 
Future Wars should score higher. However, because the player interface lets 
it down slightly it's going to get a lower mark, okay? 

OVERALL: 88% 






F LIMBO'S 
QUEST 

Kixx £7.99 

ewdropland. Professor Franz 
I Dandruff. Genetically Undesir- 
able Mutants (GUMs). Hey. 
those wacky programmers are a crazy 
bunch of guys, aren't they? With a 
keen sense of humour like this they're 
wasted behind a keyboard - they 
should audition for a sitcom or some- 
thing. Maybe if they concentrated 
more on their comic-acting abilities 
they wouldn't churn out distinctly 
average games like this... 

What - Flimbo's Quest In Average 
Game Shocker? Yes, it's true. Although 
the game made every- 
body flip their lids 
when it was first 
released because it 
boasted 32-colour par- 
allax scrolling, now it 
just seems okayish. It 
slill looks fairly attrac- 
tive, if a touch mud- 
dled on occasions, but 
the ho-hum gameplay 
is extremely linear and 
basically it all boils 
down to a platform- 



based shoot-'em-up in the eno 
quickly becomes boring fending 
the endless waves of tiny ener 
(who all require at least three si 
from the hero's limited-range sh( 
and the platform element fails to 
up in its own right. 

The slight tactical aspect to 
game (whereby you have to delr 
various articles to the shop to co* ! 
plete the level) adds spice but since * 
this entails is a load of boring bac» 
wards-and-a-forwards journeying t 
hardly helps matters much There 
many more decent games you could a* 
spending your hard- scrounged cash cm 
and Flimbo's Quest doesn't really stan 
out from the crowd enough to war rat 
a purchase. 

OVERALL: 52% 
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PRINCE OF PERSIA 

The Hit Squad £7.99 

What a month for all you budget fans! 
When you think that you can pick up 
this. Future Wars and Alien Breed '92 • 
Special Edition for only slightly more than one full- 
price game, you can appreciate the way that the 
budget scene has improved recently. 

Prince of Persia was originally released tn 1990 
(although you wouldn't be able to 
tell) and is, quite simply, a truly stun- 
ning game. It was one of the first 
games to use Rotoscoped animation 
on the sprites (where computer 
images are drawn over film footage) 
and it's rumoured that the hero is 
based on the author's brother, who 
spent hours leaping about all over 
the place in front of a camera. The 
result is some of the most fluid and 
lifelike movement yet seen in a com- 
puter game. 

The game itself involves rescuing a 
Princess from the clutches of a mad 
Sultan. The one-hour time limit is by 
no means generous and helps main- 
tain a tense feeling throughout the 



adventure. It's not very often that you actually feel 
nervous when playing a computer game but you'll 
get a vast amount of butterflies in your stomach 
when playing through Persia's many exciting set 

pieces. 

Prince of Persia can be compared to Another 
World although this budget release is larger and 
far harder. It's a game that has got everything in it 
• sword -fighting, platforms, puzzles, gorgeous visu- 
als and an unrivalled atmosphere and at £7.99 
you'd be bloody stupid not to have it. BUY IT NOW! 

OVERALL: 90% 
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BIGNOSE 
THE CAVEMAN 

Codemasters £7.99 




ignose the Caveman is in a bit of bother ■ 
Thanksgiving is looming and he's got no grub to 
'spread over the festive table. There's only one 
thing for it; he'll have to venture out into the horizon- 
tally scrolling levels, bash a few sprites with his trusty 
club and eventually clobber the biggest pterodactyl the 
world has ever seen. 

If you're thinking that this isn't the most original 
game concept this side of Prehistorik then you'd be 
completely right. II seems as though this type of game 
has been kicking around since the real dinosaurs trod 
the sod and Bignose doesn't really add any thing new 
to the tried and tested formula. 

The game starts off quite well with some groovy 
music but it looks as though it's overdosed on one of 



the most common game pills in existence - name- 
ly the presentation tablet. Screens reveal them- 
selves by smoothly unrolling from the top of the 
screen which, although nice. |ust gets in the way of 
play. Sure, you can click past it but it still holds up 
the action annoyingly. 

The game itself is nothing to write home about, 
it's just your standard no-frills platform game. It 
moves fairly well, looks adequate but the lack of in- 
game music gives the game an empty feel. It won't 
astound you in any way but it's a pleasant enough 
diversion all the same Buy this if you already own 
all the top budget released this month. 

OVERALL: 58% 






THE GRAN DSL AAA 
COLLECTION Grandslam £25.99 



You know, people often do silly 
things around Christmas. 
When else could yau get away 
with placing a feeble paper crown on 
your bonce without receiving a smack 
in the chops for being stupid? When 
else would you actually sit through the 
endless Only Fools and Horses 
repeats? Never, that's when. 

And so we come to the Grandslam 
collection. This. too. seems to have 
been hit on the silly season, not 
because it contains ten games • 
blimey, that's roughly £2 59 each' • 
but because each and every one of 
these games is completely crap. Yes, 
£2.59 a game may seem a snip but 
when you consider that whilst I was 
sorting through this collection, Rob 
Carter (our bone-idle Art Editor) 
walked into the Games Room (prob- 
ably desperate to play Sensisoccer) 
and remarked, m his soft Devon 
accent, "Is this PD?" you can gather 



what sort of standard we're talking 
about. 

I know you're all wondering what 
delights are actually in this Christmas 
package so, for your information, I 
shall tell you. For your hard-earned 
cash you receive the horrible Hunt For 
Red October, the embarrassing Eng- 
land European Championship, the 
frustrating Flmtstones. the shoddy 
Scramble Spirit, the laughable Leavin' 
Terramis, the terrible Trivia, the rub- 
bish Running Man, the tacky Terry's 
Big Adventure, the (oh damn, I'm fast 
running out of T words), urn, tea- 
spoon-like Terrame* and. finally, the 
eggy Espionage. Phew! 

I, and I suspect you as well, would 
never ever play any of these games 
more than once and surely that is rea- 
son enough to steer well clear of this 
dire compilation. 

OVERALL: 18% 





COAABAT CLASSICS 

Empire £29.99 




U 



Combat Classics? 
What's all that about 
then? Well, it's obvi- 
ous, silly. The three games 
are classic games featuring 
various combat-type scenar- 
ios from land through sea to 
air (but not necessarily in 
that order) so let's take a 
look at the trio. 

F15 Strike Eagle 2 is. as 
you may have guessed, the 
follow up to F15 Strike 
Eagle and one of the best 
modern flight simulatwans to 
fly onto the Amiga so far. 
Right from the off you can 
see that there has been an 
immense amount of time 
spent on tarting the game 
up and improving the 3D 
graphics engine. There are a 
number of different mis- 
sions set in a range of coun- 
tries from Libya to Europe 
and with the different diffi- 
culty levels there's a vast 
scope for each battle. The 

actual flight graphics are some of the prettiest to appear in a simulation yel 
and. coupled with the involving gameplay, make this an essential piece of 
software for flight gurus. 

Team Yankee places you in control o* four tank platoons simultaneously 
using a unique display mode which displays all four tanks' viewpoints simul- 
taneously. With five different battles (each with five progressively harder 
missions) the player must utilise both arcade and strategy skills to over- 
come the opponent and win the war. It's not a bad game by any standards 
but you can't help feeling that it has been surpassed twice now (Pacific Islands 
and, more recently. Campaign, both from Empire, funnily enough) and Team 
Yankee may just have passed its sell-by date. 

688 Attack Sub is a submarine simulator which suffers from one major 
fault - namely that submarines are boring vessels to command. It does its 
best to gloss over this fact and, rf the truth be told, it succeeds in some ways 
It you persevere and bear in mind that submarines aren't as immediately sat- 
isfying as a plane or tank then you'll not be disappointed. 

Overall, Combat Classics consists of one excellent game (Fl 5-2), and two 
slightly-above average ones (you can work out what those are for yoursefvesi 
and at £29.99 I can only really advise you to buy this if you don't own FI5-2 

OVERALL: 7 1 % 







SUPER 
FIGHTER 

Ocean £25.99 

Fancy some rock-hard, super- 
tough gameplay? Could do 
with a bit of frantic two-player 
action? Then look no further than the 
first of Ocean's two Christmas com- 
pilation offerings. It may not be very 
seasonal but who cares? 



Final Fight was originally received 
with mixed reactions when released 
in 1991. Playing either Haggar, Cody 
or Guy you must punch and kick you' 
way through six levels (with a few 
bonus screens in-between) to save 
the mayor's daughter from the evil 
clutches of a really bad bloke. The 
main sprites are huge and colourful 
but this comes with a price. Due to 
lack of memory, you see. there are 
hardly any intermediate animations 
so the characters tend to jerk from 
one move to another. This doesn't in 






any way affect the game itself which 
s enjoyable, tough and a decent 
attempt at recreating the arcade 
game on the Amiga. 
Pithghter ts another fairly 
good arcade conversion 
which, funnily enough, 
was reviewed last issue 
where it scored 68%. For 
those of you who weren't 
tuned in (where the Hell 
were you?), it is an inter- 
esting variation on the 
standard beat-'em-up 
where the action is 
depicted via a 'swinging' 
camera which always 
keeps the action firmly In 
the centre of the screen. 
WWF Wrestlemania ts 



one of those games which defies 
explanation. When it was first 
released it was universally slammed 
by the computer press but none-the- 
less still sold loads. It doesn't capture 
any of the excitement of the real 
WWF, there are very few actual fight- 
ing moves and. to top it all off, it's 
Just too easy. 

You'd do well to search out Final 
Fight on its own in a bargain bin 
somewhere (or wait until it comes 
out on budget), pick up Pitfighter on 
budget and leave WWF well alone. 

OVERALL: 58% 
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THE DREAM TEAM 

Ocean £25.99 

This compilation features Michael Keaton, 
Christopher Lloyd and some other people 
who I can't quite remember at the moment. 
Actually, it doesn't (the above was a rather poor 
attempt at a film-related gag), in fact it contains the 
three games which are handily described below... 

First up is Bart Simpson vs the Space Mutants, a 
no-fnlls platform jobbie It was originally converted 
from a console game - and it shows. There's never 
really much happening on-screen, the graphics are 
fairly minimal (although colourful) and the whole 
game tends to have an empty feel to it But it's an 
enjoyable-enough arcade adventure which is mild- 



ly taxing. 

Hmm, Terminator 2. You should all know about 
this by now but if you don't then you need to The 
game consists of a few shoddy suh-games strung 
together with some digitised sequences and 
wrapped in a luxurious coating of thick, runny 
brown stuff It took Dave nine minutes tops to play 
through this today which goes to show that this is 
nowhere near good enough. 

Last of all is WWF which is reviewed elsewhere in 
this throbbing Cheapos section so cast your eyes over 
that and pop back for a quick summary. At the end 
of the day there isn't very much to recommend in 
this compilation as two of the three games supplied 
are, to put it tactfully, not good at all. Seek out Bart 
Simpson on budget and be content with that 

OVERALL: 46% 
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nother Cod.es bonanza, this, with four recently released and one 
brand new game contained in an easy-to-carry package. 

Steg The Slug needs to teed all the T'yunguna (there's a joke in there 
somewhere) .n the game of the same name. You have to capture grubs in 
air bubbles and guide them, past traps and ip.ky walls, into the mouths 0* 
your young, hungry offspnng before they d.e of starvation. It's a fairly .ntngu- 
,ng little arcade game with some puzzley overtones and is nghtly regarded 
as one of the Codemasters' finer games. 

Magicland Dizzy is a game which needs no descr.pt.on. especially if you ve 
played any of the other D.zzy games, as it s basically more of the same^ Our 
eqqy mate has to use his arcade-adventuring skiffs to free the six yolkfolk 
who have been impnsoned by the evil wizard Zaks. It's all pretty harmless 
stuff but we've seen it millions of times before. 

Captain Dynamo is a pretty decent arcade game in which you control a 
superhero pensioner The object of the game .s to reach the top of every level 
whilst collecting the d.amonds that have been liberally scattered through- 
out. It's slow in places but boils 
down to be a challenging game 
with a well-|udged learning curve. 

Robin Hood is fourth and, well, 
t's odd to say the least You could 
describe it in four words Gods 
ith jerky scrolling. I cannot stress 
...is enough. IT IS Gods and l 
wouldn't like to be around when 
the Bitmaps find out. 

G in the USA is another scrolling 
ptatform jobh ■ very much in the 
New Zealand Story mould. CJ the 
elephant's family have been kid- 
napped and our big-eared fr.end 
has to negotiate four levels of hell 
to save them. There's quite a lot of 
pixel perfect jumping and large 
level mapping but .t shouldn't pre- 
sent experienced players with a lot 
of problems. 

All-in-all the games are above 
average and offer a good deal of 
variety in gaming styles. If you 
fancy a bargain (and haven't got 
Gods) then this could be the com- 
pilation for you. 
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OVERALL: 73% 
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(10 am -6pm 6 days) 

Tel: 081-361 2733/5730 
(2733 FaxJine after 6pm) 
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At last the 
definitive guide to 
PC games written 
by PC enthusiasts 
for PC gamers. 




Written by Robin Matthews 
and Paul Rigby. 

Available through all 
bookshops and 
distributed for Sigma 
Press by John Wiley 
& Sons Ltd., 
Baffins Lane, 
Chichester, 
W. Sussex 
POI9 IUD. 

<m — - 



This unique guide 
runs to over 300 
pages and has a 
Foreword by 
Amstrad's Alan 
Sugar. In it, you will 
find- 

• Reviews of more than 2000 
games divided by genre. It's 
easy to reference all kinds of 
games from Flight Sims to 
'em up, GPGs to Motoring 
racing. 

• Special CD-ROM Section 

• Special Education Section 

• Only £12.95 + £1 towards 
and packaging 




YOUR 
YOU 




CGAM 




PLEASE RUSH MY COPY OF THE PC GAMES BIBLE 

No. of copies required 

Your name 
Your address 



Method of payment 
□ Visa 

Please debit my access/Visa account by: 
Card number: 
Expiry date: 

Copies of the PC Games Bible are C 1 2.95 each, with p + p an 
All payments should be made to Sigma Press. 

Send all orders to: Sigma Press, South Oak Lane, Wilmslow, Ctfefcto 
Telephone: 0625 53 1035 Fax: 0625 536800 

Please allow up to 28 days delivery. s^JT 
PC GAMES BIBLE is available through your bookshop. 
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COMPETITION 






A LEATHER 

JACKET WITH 
Mft SECOND PRIZE 

ON IT! 



(And, you guessed it, there are no second prizes.) 




HE 



You can just imagine how chuffed the boys at Thalion were last month 
when their rather spiffing No Second Prize motorcycle racing thingy 
scooped a rather impressive 91% in last month's issue of The One. 
So chuffed were they, in fact, that they've decided to stump up a prize 
that's almost as cool as the game itself in a rather sad effort to drum up 
some more publicity for the game now that all the reviews have been and 
gone. 



■ a 



JACKET 



So what's up for grabs exactly, then? Well, if you were BORN TO BE WILD, 
this competition will be pretty ALL RIGHT NOW and should definitely GET 
YOUR MOTOR RUNNING! In fact, if this competition was on page 66. you d 
no doubt be getting your kicks on it. That's because the splendiferous prize 
on offer is a genuine black leather biker's jacket with all the metal studs 
and proper zips and things. If you wanted to buy one of these essential 
fashion items, you might be expected to shell out anything up to £150! 
But thanks to your super soaraway One, you can get one for FREE I 



POTATO 

Sounds pretty cool, eh? But wait, there's 
more! As if the jacket wasn't already the very 
apex of streetcred, Thalion have had the No 
Second Prize logo emblazoned on the back, 
for that special limited-edition Harley David- 
son customised feel. No matter what block 
you live on, you'll be the coolest kid on it. 



THE RULES 

TM» competition i* not open to employee* of IMAP Image*, 
lhalion. their Irtend* o- reUlrve* The compeHton will ck" on 
tM Unnry >M3 wnner* will be notified ihortly after 

W....I. The HMni detmon b Imal and no cor.e*pondenc" will 
be entered into No alternaliwe priie w*U be ottered and. whMe 
every car* tt taken. I MAP Imaqe* cannot be held retpomible 
lor entrte* k»t. damaged in the pott or thrown ir» the bm- 



and no mistake. And. oi course, since the game is called No Second Prize 
we have a brilliant excuse to slice a bit off our editorial budget and not 
offer anything for the runners-up. So there's even more incentive to win 
right? 

CRISPS 

So what do you have to do to win this almost unbelievable prize? Oh, it * 
so easy! Below there is a picture sl.owing five motorcycle couriers deliv- 
ering the latest hot Thalion game to The One's offices. However, due tc 
slippery road conditions, only one bike makes it to the office. Your task a 
to use your skill and judgement to unscramble th* 
jumble and tell us which bike made it to The One 
on time. Once you've figured it out. send the 
answer on a postcard or the back of a sealed enve- 
lope to: IT'S BIG. BLACK AND FITS LIKE A GLOVE 
The One. Priory Court. 30-32 Farringdon Lane, Lon- 
don EC1R 3AU. Answers to arrive no later than 21 

January 1993. 
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SOCCER 
SUPREMO 



THE WORLD C UP - THE ULTIMA TE CHALLENGE 

The ultim.itc iiullanpc in tAin manuka iicni is m ulv .1 ijjHu^ i«f p-xl ilur- 
pljsns -iixl iiatulj ilicui itiin mi cthcicnL nrniinitcd hjujU Uui will ule ihe ie»i 
ni die »niU u|uil in the WwM Cup Finah Why DM «»« Michel llutini. Jnhim 
l iuyil jiuI I Mn< Hcclenhuucr in ihe USA in 941 

Soccer Supmiio puts you in iluin of j Kuiiipcui natmicil mjuiuI preparing 
Ini the kuinncun Psal»ns Cup quahf icrs Vim hj\r 411 initial (our seal tiNitracl 
thai nuy he cilcndcd In m ot eight years. 1* reduced m iwn. as the resulh 
Jiujh- You II he c\pccted i" uualil) tor ihe Final*, ihcn put up a show against 
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Come one, come all! Tell your friends! The new-look Kill Zone 
is back in town! It's British and it's Baaaad! (Calm down, 
you'll do yourself a mischief - Ed). There's plenty of retina- 
blisteringly good stuff on offer this month to the discerning 
punter, including an in-depth combat guide for Wing 
Commander, the first part of our Legend of Kyrandia 
solution, more Putty maps and hints, and a helping hand for 

any ailing Dizzy fans out there, not to mention the regular 

f 

doses of Snip Tips and another session in Doctor David 
Upchurch's Games Surgery. We kick off, though, with... 
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There are two things 
you need to know 
about this game: (1) 
It's riding high in 
the charts, and (2) 
It's bloody hard. A 
hint-worthy game if 
ever we saw one so 
enter the game's 
creators, Psionic 
Systems, with some 
top-notch tips... 




IN GENERAL 

• Always choose the manual power- 
up mode for your boomerangs. For 
best results, power up your 
boomerang with length first. Get 
aboul three of these, then a few 
Power-ups, then a few Wides, then an 
Extra, then Speed It's important to be 
able to hit baddies from a distance 
before they can get to you. 

• If you already know where the end 
of the level is, scout around a bit first 
and see what else you can find before 
taking on the guardian. Another plus- 
point is that it's good for your recon- 
naissance bonus. 

• When firing, simply keep your fin- 
ger pressed down on the fire button - 
continuous tapping doesn't fire any 
faster, and all it does is knacker your 
aching digit. 

• After throwing a boomerang, jump 
over or duck under it as it comes back 
you score double points for hitting 
enemies on the rebound. 

• NEVER jump into voids. If you're 
unsure, pull down to go into view 
mode and scan the surrounding area 
you can still fire while in this mode. 



LEVEL ONE 

After jumping the first gap, run up the 
next hill and stop a time bonus will 
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appear. After killing the sniper on the 
first tree, climb it and get an extra 
energy bonus Climb the second tree 
right up to the top for your speech- 
aid bonus, then drop to the branch 
beneath and jump across, collecting 
the five stars as you go If you need 
energy, climb the second-from-last 
tree to the top and jump up to receive 
an energy and boomerang bonus 
After running through the cave 
you'll see there is an exit back to the 
outside. Go left from here first and 
pick up all the stars and bonuses, then 
go up the right-hand side of the tree 



and get onto the very top branch. Gel 
a run-up on this and jump nght at the 
tip of the branch. Keep pulling right 
and you'll pick up two extra lives, 
although you'll lose one because of 
the high fall. 

Run to the right over the chasm, kfl 
the dog handler and pick up the ener- 
gy bonus. Jump off the edge and 
head right (this route cuts out the 
dodgy mines). There's a boomerang 
bonus to collect just before you reach 
theend-of-level guardian. Pick this up. 
then climb the tree and jump up to 
colled a homing missile weapon 
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LEVEL ONE 
HINTS... 

• Avoid the dogs by jumping over 
them unless you have good 
boomerangs, in which case waste 
'em! Try to shoot the dog handlers as 
soon as possible. 

• Always keep moving when near the 
landmines to avoid their blast. 

• Don't waste time battling the bats, 
as there are always plenty more to 
replace the ones you kill. 

• Run straight towards the mortnr-fir- 
ers - by the time they shoot you'll be 
too close to be hit. and you can kill 
them for a nice little bonus. 

• Try to ignore the snipers if you can 
and kill them only if they're blocking 
your path on a tree. DON'T get under 
them and fire upwards, as this will 
usually earn you a bullet in the head. 

LEVEL TWO 

After getting down the shaft and up 
the diagonal section, you'll come to a 
wire that you must swing across. Do 
this, then climb up the other side. Kill 
the walker, collect his bonus and pick 
up the mine weapon there. Now 
swing along the roof to collect some 
stars. When you reach the top of the 
first crane, go down the right-hand 
side, drop to the right, proceed right 
again and get to the weighted end of 
the crane. Destroy the diagonal laser 
then jump right and swing along 
down the roof. Pick up all the time 
bonuses at the end and jump from lift 
to lift. You'll find an extra life, some 
energy and bonus stars up here - col- 
lect the lot. 



Blast all the crates you find, as 
these often have bonuses in them. Get 
to the bottom of the cranes and run 
to the left of the factory floor. Al the 
far left is a whole lot of crates - kill the 
gun, jump on the first crate and keep 
firing to open up more crates (one of 
them contains a continue bonus). Just 
before you drop onto the second set 
of electrical wires, stop and shoot the 
top crate for a time bonus. 

The next bit Is a tad maze-Mice 
Drop down and go left then down 
»»"c! to the right diagonally. Droo off 
the edge at the bottom and proceed 
right. Drop off the girder and go left, 
then keep following the diagonal 
until you drop off, then head left 
again. This is the dodgy bit. If you're 
going left you'll drop off the edge 
and there is no way right. So jump 
onto the roof and swing to the right. 
Just after the first ceiling turret, drop 
off and keep going right to confront 
the guardian. 

LEVEL TWO 
HINTS... 

• Never stop on an electrical wire as a 
little bolt of electricity will come and 
shock you. If one gets too close, you can 
turn your back on it and flip over it. 

• This level has a lot of dangerous 
drops, so don't go diving off every 
edge you come to. 

• Take the walkers out FAST, as their 
fireballs do a lot of damage. The same 
goes for the welders, who should be 
shot at from a distance. 

• Never hang over the double-side 
wall guns. Hit them from an opposite 



wall if possible. Try to avoid the rotat- 
ing wall and roof guns altogether. To 
destroy the diagonal lasers, stand 
directly under them and shoot up. 

LEVEL THREE 

After dropping down the first shaft, 
go to the left and jump on the brick 
platforms. Get on the second one and 
you should be able to see a sneaky 
robot in a rotating gun turret. Use a 
homing missile to kill him, then drop 
onto his platform, jump to the left and 
proceed upwards. There are four time 
bonuses and one energy bonus to be 
collected on the way to the top. 

If you head to the right jump onto 
any overhanging platforms as there 
are bonuses galore around here. After 
getting to the end of the first rocket 
silo, jump to the right using the plat- 
forms to get to the right-hand wall 
and climb up it. Keep climbing as 



mines will be detonating everywhere 
You'll notice a platform with a ball on 
it. Climb a little more, jump to the left, 
blast the ball, jump left again and con- 
tinue climbing. You'll be hit a few 
times but it's worth it, as at the top 
of the climb there is a SECRET ROOM 
containing stars, two mine weapons, 
two time bonuses and extra energy. 

When you reach the second shaft, 
jump across and kill the ball. You may 
lose some energy, but go to the left 
and collect the stars, then jump up 
and wait until an energy bonus wings 
its way to you. If you have problems 
getting across the acid, climb up the 
second girder structure and when you 
get to the top. jump up and colled 
the stars. Stay here for a bit as a hom- 
ing missile bonus will drop down. 
Proceed left from here. 

After the second vertical shaft, 
keep going right. Jump over the first 
acid pit then go down the second 
one. You will come to another pit - 
go down it and head left, jump the 
first pit and take a running jump off 
the second ledge. You should now 
land on a rocket in acid. Keep going 
left and you'll pick up a double mine 
bonus, energy, time, flame, path and 
firestorm bonuses AND about 15 
stars. Yippee! 

LEVEL THREE 
HINTS... 

• Be very careful where you drop if 
you can hear acid bubbling. 

• Keep your boomerang well pow- 
ered-up as the baddies take a lot more 
shots to kill on this level, and they 
inflict more damage Hit them hard 
and fast and preferably at a distance. 
This is particularly good advice for the 
shell droids, as they explode if they 
detect a nearby intruder. 

• If you trigger a wall mine as you are 
climbing you should be okay, as you 
can get out of range before it deto- 
nates. But DON'T try to get past a 
mine thw has already been triggered. 
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WELCOME TO THE ACADEMY! 
So you passed the Academy's entrance exam 
and think you're something special now, do 
you? Ha! Well, big shot, a fraggin' piece of 
paper won't help you when you've lost an 
engine and there are three Kilrathi furballs 
pumping plasma up your afterburner, 'less 
you're looking for something to wipe your butt 
with. If you want to stay alive then listen up, 
and listen up GOOD. 



WING 
COMMANDER 



READING THE RADAR 

In the heal of battle you just haven't 
got the time to scan all your ship's 
instrumentation so forget all the 
peripheral garbage • that's just to 
keep the flight technicians back at 
your base ship entertained - and con- 
centrate solely on the radar. You've 
got to learn how to read it quickly 
and correctly - frag up in battle and 
you'll be vapour before you know it. 

To help you visualise what the 
radar's telling you, imagine that your 
ship is floating in the middle of a tube 



(as shown on Holowall 1). Depending 
on the enemy's position, a dot is 
placed on then that tube The radar 
display is basically this tube flattened 
out. so that the front end of the tube 
is represented by the centre circle and 
the rear end of the tube is represent- 
ed by the radar's rim. Think about this 
when you're tn the simulators... 

INITIATING COMBAT 

When a battle breaks out. you can bet 
your bottom Credit that the Kilrathi 
pilots will enter the fray as a wing. 



with the pilots spread out to the sides 
and just behind the wingleader 's ship, 
blasting all before them - it's almost 
Kilrathi tradition. Since it's inevitable 
that the enemy ships will outnumber 
you at least two to one, the stupidest 
thing you can do is try to fight them 
head-on en masse Better to take eva 
sive action and wait until the wing 
breaks up - each ship can then be 
tackled individually. 

FIRE AT WILL? 

Don't just blast away randomly at the 



enemy in the off-chance that a stray 
shot will hit home - you're just deplet- 
ing the weaponry capacitors, with the 
consequence that your shots will get 
weaker and weaker. Wait until you're 
lined up close on the enemy and let 
rip with a three- or five-shot volley, all 
at full power, then pull away for a few 
seconds to give your capacitors a 
chance to replenish. 

CHECK YOUR SPEED 

You can loop, roll and spin all you like, 

but often one of the most effective 



HOLOWALL 1 





tail shakers is a simple speed change. 
Try it. .you'll like it. 

MISSILE MISSED OPPORTUNITY 
If you've just loosed off a missile, resist 
the temptation to chase tt up with a 
few rounds of laser fire. All too often 
the laser bolts will hit and destroy the 



CAT BAITING 

The Kilratht are suckers for an insult, 
and hurling abuse at them can draw 
their attention away from their pri- 
mary target and onto you This is a 
good way of saving a beleaguered 
wingman's bacon or pulling attackers 
away from your base ship. Be sure, 
however, that if you do insult a Kilratht 
you're capable of handling their 
replies... 



HOLOWALL 2 





3. At top speed, turn 
hard to the right. 



1. Turn left by about 30 



4. The rear of the ship 
tildes to the left • a 
manoeuvre almost 
impossible for the 
enemy to track. 





1. At a range of 2. Straighten out, 3. At about 4. At about 1000- 
3000-SOOOm from and kick in the 2000m. range 1500m. the nose 
the target, turn afterburners to turn hard to the of your ship 
left by about 30 . maximum power, right, but don't should be point- 
change elevation! ing right at 'em! 



HOLOWALL 3 



KEEP IT TIGHT! 

Due to the thruster placement on the 
Hornets, Scimitars and Raptors, move- 
ment up or down cannot be per- 
formed in as tight a turning circle as 
movement to (he right or left. Hence 
if you're in combat and want to move 
up or down more tightly, roll THEN 
turn. It confuses the Hell out of the 
Furballs. especially if you throw in 
some fancy speed changes. Practice in 
the simulators until you can do this 
manoeuvre in your sleep. 

BURN AND TURN I 

This is a key element in any good (i.e. 
living) pilot's arsenal of combat tactics. 
Basically it all revolves around the fact 
that having hit in the afterburner at 
full power, your ship will 'slide' for 
some time. While sliding you can turn 
the ship, allowing you both to evade 
enemy fire and position yourself so as 
to be ready to attack enemy ships. Pay 
close attention to Holowalls 2 and 3 
for illustrated examples of the move in 
action. Again and as always, practice, 
practice, practice! 
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it that the optimal tactic is to attack 
the ship's rear Although the shielding 
is greater there, the actual armour 
underneath is thin Also, the chance of 
being hit by laser fire from the ship's 
gun turrets is far less. Pay attention to 
Holowall 4 fora step-by-step guide to 
the precise manoeuvre to employ. 



PASSING OUT PARADE 

Congratulations, kid I You made it - 
you're now a fully-fledged member of 
the Terran Confederation Space Navy 
Get out there and make your parents 
proud... 



LOCKS AWAY! 

There are occasionally times when 
you're just about to pump the final 
death-dealing shots into a Kilrathi 
scumsucker when - damn! - another 
Furball gets on your tail and starts giv- 
ing you some unwanted attention. 
How do you make ygur wmgman fin- 
ish off your old target and leave you 
free to tackle your annoying 'irritant'? 

Easy! Lock onto your current target 
and instruct the wingman to attack 
your target. You can now break away 
and deal with your pursuer at leisure. 
The only drawback of this process is 
that you can't use missiles (they'll just 
chase after the old target). Also, 
remember not to try and target on 
your new opponent - it'll pull the 
wingman away from its prey and onto 
yours. 

ATTACKING KILRATHI 
BASE SHIPS 

There's been a lot of controversy over 
how best to deal with a big boy from 
the Kilrathi fleet. Current thinking has 




= LEGEND OFI 






o lory 

P T 
e bul 



Ul 



.V 



104W 



FKYRANDIA 



TOP TIPS FOR TYRANT TOPPING 



The ten inventory slots that are available to Brandon will 
soon fill up during the quest. You can leave Kallak's note at 
the Temple, the flute after shattering the ice and. if things 
get really bad, then you can drop the apple and pick one up 
after the labyrinth. 



If you ever have a long conversation (for example 
with the Treeface, Brynn and Dram) it's best to save the 
game after these words so that, nice as these sequences 
are. you don't have to sit through them again. 
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Chapter 2 

^1 After (he easy introductory quest thai was Chapter 
One, Brandon arrives over the brtdge and straight 
into Chapter Two. The first thing you need to do is 
pop into Darm's house which is just past the cave 
(you can't miss it). Once Brandon is inside, and 
after a bit of banter with his mate the dragon.the 
wizard will request a quill so that he can write a 
magical scroll for our hero. To obtain the quill, you 
need to collect a walnut from the songbird's tree, 
an acorn from the Grove of Oaks and a pine cone 
from anywhere in the forest and plant these in the 
hole in Oeadwood Glade. 

Once the assorted seeds have been placed in the 
hole, the ground will shake and a talking plant will 
shoot up from the hole. This organism will, by way 
of reward, activate the yellow gem on the Amulet. 
This strange act will invoke a healing ability that 
can then be used to heal the sick songbird (by 

^ ""V clicking on the amulet whilst on the same 
\ screen as the bird). It's worth remembering 
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that this and the various other powers that will 
be revealed can be used as many times as you 
like, as long as the gem is given sufficient time 
to recharge (it usually takes about half a minute). 

When Brandon has taken the quill from the 
now healed and contented bird, he can nip back 
to Darn's pad and give him the feather. The con- 
fused wizard will write out the magic scroll out 
and hand it to our hero. You should not use the 
scroll yet but keep it for a future problem (pret- 
ty damn cryptic, eh?) 

The next thing that Brandon needs to do is 
solve the Birthstone Quest which involves plac- 



ing four gems in the correct order in the gold dish 
on the Marble Altar. The spell cast by Darn to 
summon the stones is different every game and 
so the puzzle can only be solved by experiment- 
ing. There are plenty of gems to be collected all 
over the forest and Brandon can collect them 
before the quest is revealed although the first 
stone, the Sunstone. which is in the lower part 
of the Bubbling Spring, cannot be picked up until 
after Darn tells Brandon about the Birthstone 
Quest. If you do try to collect it, Brandon will 
remark that he "thinks there is a gem down there" 
but will not retrieve it. 
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CHAPTER TWO 

A Outside Darm's 
Inside Darm's 
The Statue 
The Songbird's 
Nest 

The Ancient Oak 
Tree 

The Wishing Well 
The Bubbling 

Springs 
Deadwood Glade 
The Serpent's 
Grotto 

The Marble Altar 
The Grove of Oaks 
The Ruby Tree 



Collecting the four stones and placing them cor- 
rectly on the gold plate requires a little bit of 
patience. There are nine different types of gems lay- 
ing around the place and two in the puzzle vary. 
Once you have collected all the possible stones it is 
best to save the game so that you can reload and 
try different combinations of the stones. 

So, to recap, the order of the stones is: the 
Sunstone. two different gems and finally the Ruby, 
which can be collected from the Ruby Tree. Brandon 
will be bitten by a poisonous snake when he 
attempts to pick the Ruby but if he tries again he 
will be able to grab one. As soon as you have a Ruby, 
you'll need to activate the yellow gem on the amulet 
to reverse the effects of the poison and if you don't 
do it within two screens Brandon will die. 

Once the last birthstone has been placed on the 
golden plate it will turn into a flute. Darm will then 
direct Brandon to Shadowrealm. If Brandon travels 
over to the Serpent's Grotto and attempts to enter 
the cave. Malcolm will appear (hooray!). The jester 
will come out from the entrance juggling three 
knives whilst chatting away. At some stage during 
the conversation, Malcolm will throw a knife at 
Brandon which will narrowly miss him. If Brandon 
doesn't grab the knife and throw it back quickly 
then the evil prankster will kill him. 

After the spectacularly frightening knife-throw- 
ing incident, Malcolm will retreat but not before 
sealing up the entrance to the cave will a wall of ice. 
Use the flute on Brandon to emit a high pitch note 
which will shatter the ice and allow Brandon to trav- 
el over into the labyrinth of Shadowrealm. 





Once again we present for you the 
most-packed pages of Snip Tips to be 
found anywhere in this issue (or 
anybody else's issue, for that matter). If 
you know any top-notch tips then send 
them to Snip Tips, THE OWE, Priory 
Court, 30-32 Farringdon Lane, London 
EC1R 3AU for fame or fortune in the 
form of a spiffing software prize. We're 
waiting for your call... 



THE MANAGER 

US Gold 

Two mote tips for this football man- 
agement sim. Heartfelt thanks go out 
to Daniel Goldsmith from the Isle of 
Wight for this... Load the game and 
go to the preferences Put the cursor 
icon over the MAIN MENU icon and 
press CTRL-D Every player on your 
side should have 99 strength and you 
will have £24.999,999. {By the way, 
this doesn't work at the cashpoint 
machine. I know, I've tried.) 



Paul Callcutt from Somewhere (he 
didn't want to go into details) pro- 
vided us with another tip which goes 
something like this... Go to the pref 
erences once again and hold down 
the keys D, A, P and G at the same 
time. Press them together for a tew 
goes and, as if by magic, you should 
find that you've got squillions of cash 
and high statistics. If you can't do 
well now then you've got a slight 
gaming problem, I'd say. 



II 




EYE OF THE 
BEHOLDER 2 

US Gold 

We know you've been force-fed the 
complete guide over the past few 
months but 'Da/' from Melbourne 
in Australia (say "Hello" to Kylie for 
us, would you') has come up with 
this little cheat... If you're up 
against a really-hard, impossible-to- 
kill creature then save the game 
when you're really close to the 
beasty. When you reload the game 
the nasty should not be anywhere 
to be seen Tremendous! 



PINBALL 
FANTASIES 

21st Century 

Cheers to Rob Howe from 'that 
doesn't matter* for this top-tip tor this 
excellent Pinball simulator. Type one 
of the following (including the spaces) 
for some unusual features 
DIGITAL ILLUSIONS - 
The ball will never be lost (make sure 
you don't till the table, though, or 
you'll not be able to quit). 
EXTRA BALLS - 

You'll be supplied with five balls 
instead of three. 
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ABORT SPELL 



THE FfiF.TV IS MIT UITH ft PSVCHXC MIND BLAST! 

TIT QfwT IV If F AfrftLVZEO' 

CFCfiNOFtA IS FAR ALLIED! 





THE HUMANS Mirage 

Thanks to everyone who took the trouble to write in with codes lor The 
Humans. The software prize winner (for sending the codes in first) is Guy 
Williamson from Roehampton. A special mention {but, unfortunately, no 
prize) must also go to Richard Jenkins from Birmingham and Gavin Lee 
from Colchester (who's been absconding from his work, or so it sounds). 
Here's the first 25... 



2 AN DIE PANDY 10 MILESTONE 18 CJ 

3 GET A LIFE 11 WAR WAR WAR 19 SORT IT OUT 

4 CARLOS 12 JWCKINNON 20 SMART 

5 HOWIE 13 UNLUCKY 21 VILLA3BOR02 

6 MOOBLE 14 BLUE MONKEY 22 EARLY MORNING 

7 CSL 15 RED DWARF 23 BOR04LEED1 

8 THE HUMBLE ONE 16 BAD TASTE 24 EASY LIFE 

9 PIXIE 17 THE KITCHEN 25 JIMS TILES 



IT? v~ 





TEST DRIVE 2 

The Hit Squad 

Hooray for Stephen Maw from 
London who supplied us with these 
cheats for the recently re-released 
budget racer... Before you accelerate 
at the start of the game, type in either 
OUTRAN to outrun everybody or AERF 
for double acceleration. 



his tip with you 'orrible lot. Okay, it's 
not as if we haven't got better things 
to do... On Level 3. World 3 kill all the 
nasties who are in the box. Some 
green pepper-like things should 
appear and if you collect them all pret- 
ty sharpish you'll be transported to 
the hidden world. 



TRODDLERS storm 

Right, we helped you through the first thirty levels last month and, as 
promised, we'll guide you through the next thirty now with this list of 
level codes Take it away, typewriter... 



31 


BOULERO 


46 


COVERTHEM 


32 


CRUELWORLD 


47 


SAVE BLOCKS 


33 


CRUELCUBES 


48 


GLAMOUR 


34 


SLIPNSLIDE 


49 


HACKBACK 


35 


KEYX 


50 


ALOTODO 


36 


COLDCROSS 


51 


UPSIDEDOWN 


37 


STONE M 


52 


DROPEMIN 


38 


HARDGROUND 


53 


POSSIBLE 


39 


FIRSTGUNS 


54 


CLOSEUP 


40 


CROSSFIRE 


55 


FOOLSRUN 


41 


RUNFORIT 


56 


JEWELPUSH 


42 


NORULES 


57 


GUIDETRY 


43 


NOFARALL 


58 


WOTSANGO 


44 


RUNAROUND 


59 


LOOSEM 


45 


BADBIRD 


60 


YOURSOR 



PITFIGHTER 

Kixx 

If you're being beaten up by the hard 
blokes (and women) then you might 
like to type LOBSTERS whilst fighting. 
You should find that pressing the keys 



I to 0 will take you to that level whilst 
L will take you to the elimination 
round and C will take you to the 
championships 



ROD LAND 

Storm 

If you've bought the Raving Mad com- 
pilation and are having a bit of both- 
er with this excellent arcade conver- 
sion then help is at hand in the form 
of me. All you need to do is pause the 
game and press HELP five times. If you 
un-pause the game then you'll dis- 
cover to your immense pleasure that 
you have infinite lives. 

PARASOL STARS 

Ocean 

Yeah, yeah, yeah we know we gave 
you a cheat last issue but Andrew King 
from Scotland insisted that we shared 
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Dear Friends, 

I desperately need help to resolve 
some problems in SHADOW OF 
THE BEAST 2. In the caverns the 
Goblins take me prisoner and lock 
me in the prison with another 
man, If I try to hit the door the 
guard electrocutes us. What 
should I do to escape? 

Manel Mendez, 
Barcelona. Spain. 

I am constantly amazed by the fre- 
quency with which problems relating 
to Beast 2 crop up. It's lucky for you 
that I'm here really, isn't it? The 
answer to your problem is that you 
need some wine, which you should 
have found earlier upstairs in the 
Karamoon Oasis Hotel. Give this wine 
to the guard to make him drop down 
dead drunk, You can now smash 
open the door at your leisure... 



Dear Doctor. 

I am going completely mad over 
THE SECRET OF MONKEY ISLAND. 
I'm stuck on LeChuck's ship and I 
can't get past the rats guarding 
the grease. What should I do? 
Please, please, please help! 

Andrew Bowles, 
Barwick, Somerset. 

Well, well, well... another persistent 
complaint, What you have to do here 
is take a feather from the ghostly 
chickens you should have encoun- 
tered earlier. Use this feather on the 
Grog-swilling ghostly pirate to make 
him drop his jar of the foul brew. 
Now feed the Grog to the hungry 
rats and they should let you get to 
the grease with no problems. 



Dear Doctor, 

Can you help me with my problem 
in OH NO! MORE LEMMINGS? I'm 
stuck on Level 4 of Havoc. I've 
completed Lemmings on my own 
and the rest of Oh No!... without 
cheating, but this one level is driv- 
ing me crazy I would be grateful 
for some codes but if that's not 
possible a hint in the right direc- 
tion would be appreciated. 

Ian Dickinson, 
Burghfield, Reading. 

I'm afraid I'm not familiar with the 
precise details of your problem, but 
can offer you some help in the 
form of a passcode to Level 5 



Once again the doors are open to Doctor David's Games Surgery. 
AH ye in desperate need of professional gaming care enter its 
white antiseptic-soaked corridors and be comforted by the 
Doctor's healing hands. First up this month is a Mr Mendex, who 
has come all the way from Spain to present the Doctor with a 
very familiar problem... 

you'll find that you can jump to the 
end of any level by giving the Help 
key a quick tapl Droki 



which is TFNGCHVFFP. I hope that 
gives you some relief. 



Dear Doctor, 

Could you give me a cheat for Infi- 
nite lives in GOLDEN AXE? The 
game is really bugging me. 

Bruce McEwen, 
Edinburgh. 

I must admit that I'm surprised you 
need a cheat for this game, as it's 
very easy. I suppose, however, that 
not everybody is good at games as 
me so you might find this advice of 
help Play in one-player mode but 
with two joysticks plugged in. When 
you're about to die hit FIRE on the 
other joystick to continue with three 
more lives. Alternatively, load the 
game and before doing anything else 
press the T key - you should now 
find you have infinite lives. 



Dear Doctor, 

I've got all the Bitmap Brothers' 
games as I think they're brilliant, 
but the only one I haven't man- 
aged to finish yet is GODS. It's 
soooo hard! I can get as far as 
the third world but then I always 
end up getting killed. Could you 
please give me~the password to 
the last level as I'm desperate to 
see it? I saw one in another, less- 
er magazine but it didn't work. 

Darren Hunter, 
Norwich. 

P.S. Could I have a copy of Zoo) if 
this gets printed? 

I would if I could, Darren, but can't 
You see, each copy of Gods gener- 
ates its own individual set of pass- 
words so that no two last level pass- 
words are alike. It's a bit of a stinker 
I know, but perservere you're 
bound to get there eventually (that's 
the theory anyway) 

P S. No, you can't have a copy of 



Zool. If you want to earn a software 
prize send a cheat into the Snip Tips 
or write a Star Letter. I'm here to 
solve your gaming conundrums, not 
dispense gifts just because you've 
managed to scrawl your name and 
address on a scrap of paper! 



Dear Doc, 

I know everybody seems to reck- 
on that ANOTHER WORLD is the 
easiest game ever created, but 
even so I just can't manage to get 
to the end. Have you got any pass- 
codes that would let me jump to 
the last couple of levels? Also, 
what do I do once there to com- 
plete them? 

David Carlisle, 
Manchester. 

The passcodes you require are LALD 
(to jump to the penultimate level) 
and LFEK {to reach the final show- 
down). As for what you do when you 
get there I think that having helped 
you this much it's only fair that you 
should try and work out the rest for 
yourself! t don't know, youngsters 
today.,. 

Dear Dr David, 

Being a big fan of the comic 
2000AD I was ecstatic when I hap- 
pened to find JUDGE DREDD in the 
bargain bin at my local software 
shop. However, my joy turned to 
tears when I found I could even 
beat the Fatties on the first level! 
Do you have a cheat to get me 
onto the later levels? 

Roger Spear, 
Wisbech. 

I am the Law when It comes to game 
cheats, so of course I can help you. 
Simply load the game as normal and 
log on to the computer as Dredd 
himself. Now type in BRUCKEN PLAY- 
ING HERO QUEST and hit Return. 
When you exit from the computer 



Dear Ooc. 

One of the first games I bought for 
my A600 earlier this year was 
RAINBOW ISLANDS, but I still can't 
get any of the crystals. I can't find 
the secret rooms either Could you 
help me? 

J. Mallen, 
Brentwood 

I've helped a sufferer with this prob- 
lem before, but as you're new to the 
Amiga games scene I will help you. 
To get crystals you have to crush 
rainbows ^over the meanies' heads 
Collect them m order of the colour 
of the rainbow - red, orange, yellow, 
green, cyan, blue and magenta. M 
you do this a door to the secret room 
will appear on the end-of-island- 
baddy screen. 



THE SURGERY IS 
NOW CLOSED! 

Nervous? Can't sleep? 
Troubled by an embar- 
rassing personal 
problem, i.e. you can't 
reach the second level of 
Thunderblunders IX? 
Then why not write in 
to the Doctor and put an 
end to your problems 
once and for all. The 
Doctor can be contacted 
by writing to: Dr David's 
Games Surgery, THE 
ONE, Priory Court, 30-32 
Farringdon Lane, 
London EC1R 3AU. And 
please remember that 
the Doc can't deal with 
queries over the phone. 



PROFESSIONAL , w 

t$> FOOTBALL MASTERS <Q* 



DIAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 
G891 lOl 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
089 1 445 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 

0891 442 022 
FIRST SAMURAI HELPLINE 

0891 445 926 
MAGIC POCKETS/RODLAND 
SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 
WHIZZ KID COMPUTER QUIZ 
0891 lOl 255 
FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINES UPDATED WEEKLY 
PROPRIETOR:- Jacquline Wright. P.O. Bok 17 Ashton-Under- Lyme 
Calls coit 36p por mln at cheap rate' and 48p per mln at other times 



BEAT THE BOOKIES!!! 




CQMPVTZR-A-RACEt 
El 4.99 

ixecubve eitwi includes ' j Master 
tx Copy. Improved Manual, 
1 Labels and update oier. 



"Amazed at the predictions.. .Never had so many 

winners..." CR+ User Mr B (Worthing) 

"Brilliant. ..Helped me to beat the bookies!" CR* 

User Mr W (Herts) 

"Unbeatable value and unrivaled accuracy." 

Features include; Flat and National Hunt imputs. Race 
review. Bet Selector. Help and information screens. 
Flat '92 Version Now Available! 
latest llal tips Incllude: NASHVILLE BLUES (won al 
14/1). LOCHSONG (won at 4/1 & 10/1), and many 
more (As advertised m 'The Sporting Ltle') 
'Standard Version also available lor £9.99 (Disk 
Manual) 

BETTING FOR PROFIT IS BETTING FOR FUN! 
Order Now i 

ChequesvPO payable to HANDISOFT 

(Mail Order ONLY) 
Handlsoh. 37 Hearsall Lane, Spon End, 
Coventry CV5 6HF 
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l 
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WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS OF TITLES IN STOCK FROM CXD TO NEW EGj- 
LEGENDS OF VALOUR, LEGEND OF KYRANDIA, SEN5IBLE SOCCER 

Phone Between Write to: 50FT5WAP 

6pm - 1 0 pm Weekdays P.O. BOX 1 24 

0732 872261 WEST MAILING 

KENT ME19 5RN 



Football Masters is the very latest Multi-Manager Football Simulator for 16 bit 
computers. AftiT 5 years of development we are proud lo announce the release of 
the most comprehensive football management game ever. This Is the fourth and 
final revision . It's waiting to test your skills right no w! Features Inclune:- 

MulliManagcr game for 1 lo 4 Players Three levels of difficulty. I *B Hour DUpaich Available! 

Choose six (rom fifteen Tactic* The player Formation routine is the most versatile eiei created 
You can inspect nearly al Opponents Statistics and you can tee al Pitch Stars 

Match rughughls minute by rrunuie. make substitutions or team changes al any time Live injuries, 
yellow/red cards and named goalscorers Match Report with possession, number ol shots etc. 
Full UK and European Cup itinerary Include* FA Laague. Zenith Data. Autoglas*. European. Cup 
Winners and UEFACup* All cup match rules have been mode a* accurate as possible Two leg tie*. 
Extra time Away goal rule. Seeded draws. European Mini Leagues, etc You can physical 
participate in any Penalty Shoot nut . Ivilly animated graphics . controlled by (oysttck and/or mouse . 

All 4 league divisions (include* Premier) with play-alls and league expulsion 

Real initial, surname, league career records, height and age entered (or all players as al the start of 

the 92/93 Season Seven skill ratings per player, separate ones lor goalkeepers Plus IS other 

special at tributes like Captain Super Suhs & Mobility Players Preferred Foot 

A lively and real time transfer market, with nn approach tacility. negotiate wage* and contract*. 

Include* Foreign Transactions Phis loans, tree transfer* and trainee* Unlove and simple training 

system to Improve player skill*. ST 51 2K version excludes penalty sequence 

High quality printer (acuities to list ail the vital information Masses at historical statistic* on past 

games, players and manager Realistic Gale Capacities ai d Ground Improvement* 

Quick game data load and save Ad screens updated quickly and displayed In a pVasanl format . which 
Is easy to use and comfortable lo read Fulky mouse operated Printed Instruction booklet with plenty 
of diagrams. An Editor is available (as an extra) to add fkxrtnlity (o the new a* saved game* 

An option* screen allows some ol the above to be switched or! ll so desired Others not mentioned 
above include Show All Goakcorers (when possible) and Show Transfer News 



NEW ENHANCED 92/93 VERSION 




j WANTED! Sports related programs or programmers 



Scottish 



There are many, many other little things that make this game the most addictive and accurate 
mterpretanon of a Football Managers season It would be impossible to list all the features in 
this advert but we assure you that this it the best We have thousands of satisfied customers 
(rom our previous edition ol this game, many are still playing It 2 years after purchase. See 
the order form below (or details on how to order this incredible game. Available for all Alan 
STs and Amiga's. PC WINDOWS version coming soon. C 1992 




An amazing graphical strategic 
simulator that's fun and easy to play 
for all the family. 0. I or 2 players on 
keyboard, mouse or Joystick. Pick your 
moves from the selection available 
and watch your animated warrior battle 
It out. Watch the energy bar indicators 
and plan your next move. Edit Wrestlers 
plus many other features. 

Amiga 1MB RAM Only £19.95 



STABLE MASTERS 



Four years ot development by a racing expert has led 
to the release of this great strategy Horse Racing 
simulation. You can participate as the Owner . Trainer 
andorbVitmgF^interinihisrernarlvablegame Aslhc 
trainer you must try todrscover the horses ideal racing 
conditions (mainly distance & going). Animated race 
display, forrnbook. 200 horses with independent 
personal profiles, lipster*. simple mouse and icon 
menu selection Many other items are included 

Amiga 1MB or any Atari ST Only £19 95 



24 HOUR CREDIT CARD HOT-UNE 



(0702) 600557 
f MAillJlsMRS " 

Name _ Address 



Aitue Phone CkitoO&eHoir. 
FAX (0702) 613747 ' " 

Al the programs delated in tlas advert are only! 
through direct mail ham ESP Software 



have an 



. . Postcode Td u— «• 

computer, please send me the following Items * 



Quantity Description 



Professional Football Masters 512K (ST Only) 



(English or Scottish) ' Unit Cost Total 



Professional Football Master > 1MB ' 



P F M Editor (Not For 512K Amiga) ' 



vVifsilmg Maker s (Amiga I MB] 



Sta ble Masters (Amiga 1MB i Ar .y S I ) 



Amiga 51 2K RAM Expansio n 



POSTAGE (Nun I K Onlv! 



19.96 



24 95 



12.00 



19 95 



19.95> 



27.00 



ml' !Wnn -tit Hi mimlwi nn !h* 
■» J>f lih JtHUn 4fi t**rt ill r«i iij* 



giwd total 



enclose a Cheque/Postal Order made payable to ESP SOFTWARE 
Cut out and post this form to (photocopies or written orders arc acceptable) t & O.E 



PREMIER MAIL ORDER 

TMes marked 'are not yet available and will be sent on day of release. 
Mease send cheque /PO/ 'Access/Visa No. and expiry date to: 

Dept THO/01, 10 Tinkler Side, Basildon, Essex SSI 4 1LE 

Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and 
Europe add £1.00 per item. Elsewhere please add £3.00 per item for Airmail. These offers are available Mail Order only. 
Telephone orders: MonFri 9am-7pm. Saturday 10am-4pm. Sunday 10am-4pm. Fax orders: 0268 271 173. Tel orders: 0268 271 172 
Next day service availablle add £2.50. Check to see if games are 1 Meg Capacity. 



Addam& Fomily 


1699 


Arferburner „ 6 W 

Agony 24 99 

Airbus i 22.99 

Air. Land. Seo 24.99 


Air 5upport 

Alien 5 


19.99 


19.99 


Altered Beast 


6.99 


Amberstar" 


1999 


Amos The Creator 


29.99 


Amos 3D 


24.99 


Amos Compiler 

Amos Professional 


19.99 


44.99 


Another World 


19.99 


Aquatic Games 


... 1699 


Arkonoid 2 


6.99 


Award Winners 


16.99 


Archer Macleans Pool " 


16.99 


Arsenal FC * 


16.99 


Ashes of Empire 

Assassin - 


22.99 


16.99 


Assault on Alcatroz 


16.99 


A - Train* 


22.99 


817 Flying Fortress |1 Meg) ' 

Batman Coped Crusoder 


22.99 


6 99 


Batman the Movie 

Bal2*(l Meg) 


699 
26.99 


Battletoods * 


19.99 


B.C. Kid 


17.99 


Billy the Kid* 

Birds of Prey ( 1 Meg) 


. ...16.99 


2299 


Black Crypt 

Blues Brothers 

Bonanza Bros 

Bubble Bobble 


19.99 


16 99 

8.99 

.699 


Cabal 


6 99 


California Games 


699 


California Games 2 


16 99 


Carl Lewis Challenge 

Lampaiqn 

Castles 


16 99 

...22.99 

19 99 


Centurion 


.8.99 


Championship Manager (1 Meg) 


1699 


Chaos Engine 


1699 


Chuck Rod 2 * 

Civilisation (1 Meg) 


16.99 

...22.99 


Cool World" 


17.99 


Conan The Cimmefion " 


19 99 


Covert Action ( 1 Meg) 


22 99 


Crazy Cars 3 

Cruise For A Corpse 

Curse of Enchata 


16.99 


1999 

... .22 99 


Daley Thompson Challenge 

Dark Sun: Shattered Lands * 


6 99 

21 .99 


Dark Queen Of Krynn 


22.99 


Death Knights Of Krynn (1 Meg) 
Deluxe Paint 4 


19 99 

54 99 


Demonsgole " 

Desert Strike* 


22 99 


19.99 


Dizzy Collection 


16.99 


Doodlebug 


17.99 


Double Dragon 


8.99 


Double Droacn 2 

Double Drogon 3 

Dragon Ninja 

Dreadnought 


8.99 

1699 


6.99 

22.99 


Dream Team 


17.99 


Dune 


19.99 


Dungeon Master Chaos 

Easy Amos 


19.99 

29.99 


Elvira 2 11 Meg| 


24.99 


Elite 2* 


22.99 


Epic 

Euro Football Champ 


19.99 


16.99 


Eye of the Beholder (1 Meg ) 


19.99 


Eye Of The Beholder 2(1 Meg)... 


21.99 


Eye of the Storm " 

F15 Strike Eagle 2(1 Meg) 

FI6 Combat Pilot 


19.99 

22.99 

8.99 


F19Steolth Fighter 

Fantastic Worlds 


19.99 


20.99 


Falcon 3 * 


24.99 


Final Fighl 


16 99 


Fire Force 


16.99 


Fire and Ice 


16.99 


First Samurai + Mega-Lo-Monio 
flog* 


1999 
1999 


Flaih Back 


19.99 





Flood 

Football Crazy 

Football Director 2(1 Meg} 
Formula One Grand Prix .. 

Games 92-Espana 

Ghoslbusters 2 

Ghouls and Ghosts 

GLOC 

Goblins 

Godfather Action 

Godfather Adventure 

Gods 

Golden Axe 

Graham Gooch * 

Graham Taylor 

Grusome * 

Gunship 2000 * (1 Meg) 

Guy SpV ■ 

Hard Drivin 

Harlequin 

Harpoon ♦ BotHeset 

Harpoon Batrleset 3 

Harpoon Botrleset 4 . .. 

Harpoon Scenario Editor 

Head Over Heels 

Heart Of China 1 1 Meg) 

HeimdalHl Meg) 

Hitchikers Guide 

Hoi 

Hook 

Humans 

Ion Bo thorn 

IK+ 

Indy Jones - Atlantis Action * 
Indy Jones - Atlantis Adv *( 1 

Int Sports Challenge 

Ishor 

■von hoe 

Jack Nicklous Extra Courses. 

Jack Nicklous Golf 

Jack Nicklous Unlimited Golf 

Jaguar XJ220(1 Meg) 

Jimmy Whites Snooker 

John Madden 

Keys of Maromon * 

Kings Quest 5 ( I Meg| 

Kniqhtmore.. 

Kn^ of the Sky {1 Meg) 
K O 2 - Giants of Europe ... 

Loser Squad 2 * 

Leander 

leathal Weapon 3 * 

Leather Goddess 

Leeds United 

Legend 

Leisure Suit Larry 5 (1 Meg) 

Lemmings 

Lemmings 2" 

Lemmings Construction Kit 1 

Lemmings * Data Disk 

Links 

Lombard Rally 

Lure of the Temptress 

M- 

Ml Tank Platoon 

Magic Pockets 

Man Utd. Europe 

Match of the Day 

Mega Fortress 1 1 Meg) 

Mega Sports 

Mega Traveller 1 llMegJ 

Mega Traveller 2 ( 1 Meg) ... 

Microprose Golf 

Microprose Soccer 

Midnight Resistance 

M ( dwinter2|l Meg) 

Moonstone (1 Meg) 

New Zea\an6 Story 

Nigel Mansell World Champ 

No Second Prize" 

Operation Thunderbolt 

Operation Wolf 

Ork 

Outrun 

Pong 

Paperboy 2 

Parasol Stars 

PGA Golf Courses 

PGA Tour Golf. 



Meg) 



.899 
16.99 
.16.99 

22.99 
19.99 

6.99 
. .6.99 
.16.99 
.16.99 
.19.99 
.24.99 
.16.99 
8 99 
.19.99 
1699 
.16.99 
.22.99 
.19.99 
...6.99 
16.99 
22.99 
.9.99 
. .9.99 
.13.99 
. 6 99 
2299 
19.99 
.799 
.16.99 
.16 99 
19 99 
19 99 
.6.99 
19 99 
24 99 
.19.99 
..19.99 

6.99 

9.99 

7.99 

(1 Meg) 19.99 

7.16.99 

19.99 

16.99 

16.99 

22.99 

19.99 

22.99 

7.99 

16.99 

16.99 

16.99 

7.99 

17.99 

21.99 

22.99 

14.99 

17.99 

16.99 

19.99 

24.99 

6.99 

19.99 

21.99 

19.99 

16.99 

8.99 

16.99 

22.99 

19.99 

19.99 

.„ 19 99 

.22.99 

6.99 

6.99 

22.99 

19.99 

6.99 

18 99 

17.99 

6.99 

6.99 

19 99 

6.99 

6.99 

16.99 

16.99 

9.99 

19.99 



Pinball Fantasies 
Ptnball Dreams... 

Platoon 

Pool of Radiance 1 1 
Pools of Darkness 
Populous .... 

Populous 2(1 Meg) 

Populous 2+ 

Populous Challenge Disk 

Powerdrift 

Powermonger 

Power monger Data Disk 1 

Premiere (1 Meg) 

Predator 

R-Type 

Railroad Tycoon ( 1 Meg) 

Rainbow Collection 

Rainbow Islands 

Rambo 3 

Ramparts 

Reach for the Skies * 

Realms |1 Meg) 

Red Heat 

Red Zone 

Rise of the Dragon ( 1 Meg) 

Risky Woods 

Road Rash 

Robocod ■ 

Robocop 

Robocop 3 

Robo Sport 

Rock Star Ate My Hamster 

Rome AD 9 ' 

R-Typ»2 

Second Suromi " 

Secret of Monkey Island (1 Meg) 

SecrtfMonkey Island 2 

Sensible Soccer 

Sensible Soccer 1.1 

Shadow Lands 

Shadow of Beost 3 

Shadow Warriors 

Shadow Worlds* 

Shinobi 

Shoot Em Up Con Kit 

Shuttle 

Silent Service 2 1 1 Meg) 

Silkworm ■ 

Silly Putty 

Sim City*Populous 

Sim Earth* 

Space Crusade 

Special Forces 

Strategy Masters* 

Street Fighter 2 * 

Stricter 

Striker |l Meg)..._ 

Strip Poker 2 ♦ Doto 

Stunt Car Rocer...., 

Super Fighter 

Super Hang On 

Super Tetris 

Switchblode 

Switchblade 2 

learn Yankee 

Team Yonkee 2(1 Meg) 

Teenage Mutant Turries 2 

Terminator 2 

The Immortal (I Meg) 

The Manager 

Their Finest Hour (I Meg) 

Thunder hawk 

Titus The Fax...., 

Top League 

Troddlers 

Turbo Challenge 

Turbo Challenge 2 

Turbo Challenge 3 

Turbo Outrun 

Turrican 2 

TV Sports Baseball' 

Ultima 6(1 Meg) 

Utopia + Data Disk 

Voyager 

Wing Commander (1 Meg) 

WizBoll 

Wizkid 

Zool 



19.< 
16.< 

.6.99 
.19.99 
.21 99 

8.99 

.19 99 
.22.99 
.1099 
.899 
.19.99 

9.99 

19.99 

699 

6.99 

.22.99 
.13.99 
.699 
. ...6.99 
16 99 
22.99 
..19.99 
6.99 



.16.99 
.19.99 
16.99 
. 8 99 
.16.99 
.19.99 

4.99 

.16.99 
...16.99 
...16.99 
.16.99 

M 

16.99 

.19.99 

...19.99 

6.99 

...17.99 

8.99 

8.99 

.19.99 
...2299 

899 

...16.99 
1999 
.22.99 
...16.99 
.22 99 
20 99 

.19.99 

6.99 

...16.99 
.. .6.99 
.. .6 99 
.17.99 

6.99 

...16.99 

6.99 

8.99 

.19.99 
...19.99 
...16.99 
...16.99 

.19.99 

...19.99 
...19.99 
...16.99 
...20.99 
...1699 

8.99 

...16.99 

.16.99 

6.99 

9.99 

.19.99 
...19.99 

.1999 

6.99 

...22.99 

6.99 

...16.99 
...16.99 



SPECIAL OFFERS 



kick Off 2 IflMtt , 7JI 

Kick Off 2 Final Whistle 7.99 

KickOrr2<;aiiitsOi"Kiin>pe 7.99 

Kick Off 2 Return lb F.urope 7.99 

KickOm Winning Tactics 5.99 

Shadow Of Bciisl 2 9.99 

I he krlslal 9.99 

Wild Wheels 4.99 

Mercenary 3 9.99 

I I'. inn _....6.9ft 

Popeje 2 5.99 

I'hunderstrike 6.99 

Seymour GOM I" Hull* wood 6.99 

EDUCATIO NAL 



The Three Bears (5-ll)t 

Manic Maths (4-5t 

Maths Mania (8-12) 

Junior TvpiM<5-IO> 

Keller Spelling I8-I0t ... 
Keller Mains < 1 MM .... 

Fun School 2 (6-8) 

t un School 2 4 +8) 

Fun School < I 6i 

Fun School 3 (5-7). 
Fun School 3 (i:7> 
Fun School 3 < 1*5)... 
Fun School 4 15-7).. 
Fun School 4 (7-11) 
Fun School 4 (i;5>„ 



13.99 
13.99 

.10.99 
.13.99 
.13.99 
...6.99 

^ ' 

.6.99 
....16.99 
....16.99 
....16.99 
....16.99 
....16.99 
....16.99 



"•tin 



JUNIOR ADVENTURE 

A chrislmas. carol scnnM>e +8 13.99 

Kohin Hood 8+ 13.99 

The W ind in The WUOWS 13.99 

TheWi/zardOrOy+6 13.99 



BLANK DISKS 

TDK Or Maxwell 

10x3.5" -£7.99 
20\3.5" -£14.50 
50x3.5" -£35.00 
100x3.5" -£44.99 

PRECISION - BOXED 

10x3.5-6.49 
20x3.5-11.99 
50 x 3.5 - 26.00 

UNBRANDED - LOOSE 

10x3.5-5.99 
20 x 3.5 - 10.99 
50 x 3.5 - 23.99 
100 x 3.5 - 44.99 



RECYCLED 

10x3.5-4.50 
20 x 3.5 ■ 8.50 
50x3.5-16.00 
100x3.5 



With tears in his eyes big 
David Upchurch hosts his 
final PD Zone - from 
next month boy wonder 
Simon Byron parks his 
bot in the not-so-hot 
seat. At least you should 
get some better intros 
from now on... 



* ■ ' i 



BALDY 

Fortiss PD, 
Assassins 38. 

It may be a sad reflection on my 
lonely life but I find it quite exciting 
when I first load up a new PD title. 
As the disk drive chunters away and 
the screen blacks out I sit there, won- 
dering Will it be another cracking 
shoot-'emup like Cybernetix? Or 
another perfect arcade clone like Don- 
key Kong? But if the dreaded AMOS 
logo pops up such hopes go out the 
window. That's not to say all AMOS-cre- 
ated games are rubbish - War' was 
superb - but it's true to say that most 
of them are 

So when I read the AMOS credit on 
the title screen of Baldy I was, to put it 
bluntly, less than ecstatic. However, I 
shouldn't have beem so negative as play 
proved Baldy to be something of a 
cracker. It appears our surly slaphoad of 
a hero has lost his precious floppy disks 
and so has to negotiate screen after 
screen of platforms to get them back. 

Baldy can only crouch or jump left 
and right, but there are transporters 
dotted here and there which he can 
use to reach different levels of the 
screen. Arrows are fired at him from 
the side of the screen by some 
unknown enemy, and it requires quick 
wits and quicker reactions to dodge 
the missiles and grab the disks without 
being hit. It sounds simple and it is 
simple, but it's very addictive Great 
fun all the way. 

OVERALL: 84% 




PACMAN DELUXE 
Fortiss PD, 
Assassins 41. 

Yes, there's still life in the old 
dog yet - provided you give it 
a good kick This has to be the 
best version of PacMan yet - the paya- 
bility and control over the hero is spot- 
on (which is where a lot of ihe other 
PD clones lose out). The.graphics are 
superb - the well-drawn, colourful Pac- 
Man and Ghosts have real character 
Because the sprites are quite large the 
mazes are a lot smaller but. far from 
making the game feel claustrophoh.t , 
this just makes it harder and more 
exciting. 

But this isn't just a straight clone 
Ihe programmers have added some 
well thought-out new features that 
really add to the game. The specials 
appear, as usual, just below the Ghost 
Pen, and, as well as the usual sweet- 
n'-juicy fruit point bonuses, there a 
special power-ups which do things like 
speed Pac Man up, give him tempo- 
lary invulnerability, turn all the dots 
mto valuable crystals and so on. Let- 
ters occasionally appear, and if you 
collect enough to make the word 
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ATOAAS 

17 Bit, disk 
2276. 



HI 



PI aver 6 IS 



According to the 
programmers 
this game first 
appeared on the ST PD 
scene and they decided to 
convert it on to the 
Amiga after their mate 
who owned the ST moved 
away and they couldn't 
play it anymore. I'm sur- 
prised that anyone would 
own up to having any friends who 
owned an ST but there you go... 
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'EXTRA' you get a new life. 

On top of that the maze lay-outs 
change every few screens, so you're 
constantly kept on your toes. Some 
mazes even have invisible walls! I 
didn't think I'd ever find myself rav- 
ing over yet another PacMan clone but 
I am - it's |ust bnlliant. A must get 

OVERALL: 90% 



Stilt, don't let Atoms' origins scare 
you off because this is rather a nice 
little game. It's for two to five play- 
ers, each of whom takes it in turn to 
place an atom on one of the squares 
on the board. An atom may be placed 
wherever there's an empty square or 
another of the player's atoms Each 
square may only hold a maximum of 
three atoms so tf the player tries to 
put another atom there the whole lot 
becomes unstable and explodes, 
blowing the four atoms out into the 
surrounding squares and 
removing any 'enemy' atoms 
that already happen to be 
there The idea is to use this 
explosive potential to even- 
tually get rid of all the other 
players' atoms. 

Atoms may not sound that 
exciting but it's a surprising- 
ly addictive affair, especially 
if you've got the full comple- 
ment of five people playing. 
It's a shame that there's no 
option to play against the com- 
puter but I'm sure you've all got a 
couple of friends you can invite 
around for a bash. And they said 
physics couldn't be fun... 



OVERALL: 82% 
► ► ► ► ► 
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HELLZOIME 

Fortiss PD, 
Assassins 41. 

Fancy a bit of R-Type 
action? Well, then 
you've come to the 
right place - the HellZone' 
As you can probably tell 
from the screenshots this 
is a horizontally-scrolling 
blaster, with the player 
having to guide a fragile 
spaceship through caverns and tun- 
nels and wave after wave of vicious 
xenomorphs. Some aliens, when 
destroyed, leave power-up capsules 
which add' extra weaponry and fea- 
tures to the ship if collected. Etc, etc... 

Yup, it's business as usual - no sur- 
prises here. But it plays fine and the 
graphics are okay. All the explosions 
have been ripped off from Sidewinder 
but since they were pretty good tn the 
first place that's no big problem. If I 
have any complaint at all it's that the 
screen is a bit on the narrow side and 
things can get a tad cramped at 
times. Still when you consider that 
this would easily have passed muster 
as a full-price game just a couple of 
years ago then you can't really com- 
plain. Worth a try, 

OVERALL: 77% 



HELLZONE 




Our sincere and heartfelt thanks go out to the follow- 
ing Prime PD People for the stuff they sent in for 
review this month... 






LEAP! 

Fortiss PD, Assassins 41. 

ow simple can a game get? Very, is the answer - 
I and Leap) is the evidence. All you have to is guide 
la little man from the bottom of the screen to the 
top by jumping him up through the holes in the platforms. 
Matters are made a little more complex than they sound 
by the fact that the holes move, and if the vulnerable lit- 
tle chap gets hit by the edge of the platform or falls 
through one of the roving holes he dies. And that's it - no 
bells, no whistles. 

At least, I think that's it. I know it's a shocking admis- 
sion for any games reviewer to make but I just couldn't 
get beyond the first bloody level. I tried, really t did, but 
the game's so infuriatingly and unfairly difficult that after 
a full hour of wrestling with the joystick and pulling out 
my hair, teeth and arms at the socket I had to concede 
defeat. 

DFor all I know there may be monsters, secret rooms, 
3D flying sub-games or whatever later on, but quite 
honestly I was so fed up by the game's toughness that 



• 17 Bit Software. 

1st Floor Offices. 

2/8 Market Street, Wakefield, 

West Yorkshire WF1 1DH. 

Tel: (0924) 366982. 



• Fortiss PD, P.O. Box 2, 
Earl Shilton, 
Leicester LE9 8LU. 
Tel: (0455) 850980. 





TOP OF THE 

LEAGUE 

17 Bit, disk 2273. 

jefore I start I suppose I'd better 
admit that I'm not a big fan of 
footy management games even 
when they're done well so when one's 
been done very badly (as Top of the 
League has been) I'm bound to be 
even more non-plussed. There's noth- 
ing that wrong with the actual 
mechanics of the game - everything's 
in there that you'd expect, like trans- 
fers, training, ground management 
and so forth - but the presentation's 




I couldn't be bothered to perservere, and the mind-bog- 
glingly dull visuals didn't give me much incentive either. 
I seem to remember that years ago there was a very sim- 
ilar game called something like Jumping Jack from Imag- 
ine (remember them?) on the Vic 20 and that wasn't much 
cop either. One (or the masochists, methinks. 

OVERALL: 37% 



so awful and the player interface so 
cumbersome that it becomes a real 
chore to play. 

Take changing the team's forma- 
tion, for example. It says that you've 
got to press Z or X to cycle through the 
choices on offer. Fair enough, i 
thought. But rather than just pressing 
the relevant key and the new formation 
appearing, you have to press the key 
and then RETURN before anything (very 
slowly) happens. It's a small thing, I 
know, but when you get a similar lack 
of friendliness on every other screen it 
wears you down very quickly. 

Even the match days are a wash-out 
A static graphic of the pitch appears, 
you just sit there looking at it for a while 
and then a message comes ups telling 
you that the match is over and that 
you've got to press a key to continue If 
you're lucky and a goal's been scored 
then you get a little message saying 
something obscure like 'The centrefor- 
ward passed down the midfield" and 
that's it. Packed full of big match atmo- 
sphere, eh? 

If you're a big fan of the genre then 
you might want to take a look at this out 
of interest's sake, but anybody else 
should steer their gaming ship well clear 

OVERALL: 31% 



CITIZEN 



FREE! 

STARTER KIT 

ALL VOU NEED TO GET STARTED 
WTTH YOUR NEW CITIZEN PRINTER 

• 2 Metre Parallel Printer Cable 

• 3K" Osk- Driver for Windows 3 

• Sf Disk- Amiga 4 ST Orlvers 

• 200 Sheets ol Continuous Paper 

• tOO Continuous Address Labels 

• 5 Continuous Envelopes 

WORTH £29.38 

WITH EVERY 
CITIZEN OOT MATRIX 
PRINTER FROM SILICA 

or C193B (f 10 Oft RRP| Id puUiaM- 




2 YEAR NEW 
WARRANTY 



Ml 4 

3 



PLUS! FREE 



AMIGA PRINT MANAGER 

I'j lull (mini "on toji :1m* 
"HUM ra-m rtnmoiOini A»iUD«"»» 
o" .'a^i | p KgiWi |0- H.i * S»*t t. 
K&nlrQpm* 

'••rtTiWf 

* ■ WIMWM I WOfttH 
■»■»»■■; 



£14.10 



■■UxWMIMI HI«I Ml 



BUDGET 9 pin PRINTER 




1 44 CPS 80 COLUMN 
■ Citizen 120D- - 9 pin 

• I44cps Draft. 30cpS rVLQ 

• 4K Prinlet Butler . 2 Fonts 

• Parallel or Serial Interlace 

• Graphics Resolution: 240 x 240dpi 

• Epson and IBM Emulation 

• Pull tractor S bottom teed 
FREE Silica Pnnter Starter Kit 



£115 




.VAT=CI3513 rel PRI2120 
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MICA ITAMUil 

torn mix 



HUM WW ins 



fTr* Cduen t: 
I ni*c-i ji u *u* 
(pieaie nale >-i 



200 pniHsr ti»n»» urptnl »*i a pMH 

J'iU'iI II you Wfiri j Mnal nwu.i (WW 

r*ni ?m «Wi i.-.n, youi arcM- with 3»ca . 



STAND OFFER 



9 pin PRINTERS 



24 pin PRINTER 



'PRINTER tOJ) 
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CITIZEN 




PRINTER 
STAND 

For$wit19,24. 24e, 200,240 
and 224 Footers 

• ■•eci *#ap D*C* ■*> C*Wo PnW( 

.■'«■■■'..■ ;■ ■ ji-iV 

• fi jouv * Otatto CtvutfiaaO" 

• Satn xuct* a"0 ctftiii ctrhnjaui 
nariowy "A* »D dvtiaoa 

• Co"uiai<jt ml'i tonari ana w Imb 
■Ml 



(FREE COLOUR KIT1 



1 92 CPS 80 COLUMN 

• Cffl/en Sw*I I-PW-ID Ow>m» 

• i«n« i*vfl 4*0* UO 

• 8K Pnnlf Bolts' • 3 Fonts 

• PantVtu mtrnitac* 

• umpnm ItowUdn ?40 ■ 

• fiBtuo *m IBM BMiMBl 

• riff Colour «* 

• FREE NB PmWr SUrff' rW 

•a* am 

aum n - cm 
mmM k in 
ruiu mm am 



unma no 



£159 



192 CPS 136 COLUMN 

• Own 5*1 8a - P on 136 ctvumn 

• iftAw OraA 40o» MO 

• W AMM ftiler ' 3 fonU 

• PvailBt lowrface 

• GraiVKf flwoMwi wo>?««p> 

• Sown antf IBM ErnuUfton 

• Colour opbv Ava&Dle 

• nm SAca P/*ir#' SlaW Nil 
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£199 
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SWIFT 240m 

MONO PRINTER 

(COLOUR Oft ION AVAILABLE* 

SWIFT 240C 

COLOUR PRINTER 



COLUMN 



* C >W*i S*T ?*K .Uon mum" 

• V ««• Bulb- 40* mjwnut" 



SWIFT 240 MONO 



HO font - 2 *,v<, ,# . 

■ Ml *!«Vfl*» 

• Ofm 'tiwv rao»v 
Aula £flkMnyi DMHmn 

• UaOMMn '4iae<>i 

■ CO,u> AMMp SiaiuOT Ml ^*)t 
iTnui' PivHraOotan*' • SihQMO 

■ Stci *(-(•' Staff* «J 



•ma 



mi. . on 
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rs>* nil mi 
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£239 
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SWIFT 240C COLOUR 



1 DM 

la— I. tn 

If'AI Uif IIM 
iiiLi— i. tnl 



£259 



24 pin PRINTERS 



■i:i;ei^aj;ii:iij;i notebook printer 



ACCESSORIES 



Man Fiiofns 




270 CPS 80 COLUMN 

• nun • • nwr 

• Mn SO | r.Vf-t m DW .Vaa (0 

• *■ rnnv Bu*v *» "Hunt** 

• flu > If C ttX' imrtmii 
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192 CPS 136 COLUMN 
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SO Vv.-»i W ntMpviXM-CAAi 

pnliM' Sorter • 3 Forts 
Qptmii HP Comptim font aW 
P*a*M imcvfani 
CtavHbl fl*soiunon »liXW 
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CITIZEN PRINTERS 



FREE DELIVERY 

H»irui in,-- - ...i" i " 

FREE STARTER KIT 

•WilNW •H' (WW W (i*n ims Wl 

2 YEAR WARRANTY 

i inctMM} II" <M hbM pm MWf 

WINDOWS 3.0 

•Uf WMm10*WB«bI» SWMr All 

FREE COLOUR KIT 

»o> nn SmD I 

f7?£E HELPLINE 

'kImiuI .iplml l((>/tn> :um iIkiiq Miirs 



FROM SILICA 



I SILICA SYSTEMS OFFER YOU ] 

• FREE OVERNIGHT DELIVERY: Oi all hantave DTleiS lltopH n> the UK maintano 

• TECHNICAL SUPPORT HELPLINE: T«m ol Mchncjl upTO at your mwcb 

• PRICE MATCH: We normally maicn cOToetilon on a "Same probucl - Samo pneo" Msu 

• ESTABLISHED '4 YEARS: Proven ttacA leoorO n D'OlwaonaJ oompuwr ulu 

• MILLION TURNOVER {wlih60n*HI- Solid, reiatre ano otornaole 

• BUSINESS • EDUCATION • GOVERNMENT Volume oHcourft flviUa&e 081-30e OMfl 

• SHOWROOMS Demonst/alion and imoog fadMles at ou> Irwlon & SWup b-ar^Ms 

• THE FULL STOCK RANGE All ol your wjuitemerfli from or« KiptMiot 

• FREE CATALOGUES Will be mailed to you w«n olleis . soT Wfl ,o und peripheral deiai» 

• PAYMENT Ma«r umi c*dB casf. cheque oi momniy termi 

Belore you oecide Mfien lo buy youi new preitei m uogesi you mmh vary candmly aboul WHERE you 
Duy ii Cons OS' «nal d *tll be l*e a levr month* aDei you Have made your purchase, when you may 
revjire adoUrmai panoheiaR am acGMKmn oi help a*vl aovce «0> youi new ouroruue And will me 
company you buy from contact you wm Dotai* ol new products'' At Srfica Syiiems. we answe Hal you 
wll hove notting «i worry abom We nave bean euabHnod lr» almost 14 yoati and with our unrvalled 
•ipenence ano e>oen*e. we can now Oan> lo meol our euatomara' rwojuiremenls •wm an unoerHana«ig 
which a wcund w> none But donl (.ui I*** Dui wort H» 4 ComgMe and rekon Ihe coupon now lor our 
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It's the game that everyone's 
talking about - and in the 
case of programmer Andrew 
Braybrook, it's normally 
things like "That Uridium 2 
is a real pain in the backside 
I can tell you." Each month 
in The One, you can read 
how Renegade's latest 
arcade opus, due out next 
s P"ng, is coming along, with 
daily updates and top gossip 
straight from the horse's 
mouth as we serialise AB's 
development diary, now in 
its sixth month. Take it 
away, o bespectacled one... 



PART SIX - 

OCTOBER/NOVEMBER 

Wednesday 21st October 

We're pretty much decided on going 
ahead with the dual-playfield ver- 
sion. I think. With that decision out 
of the way we can steam ahead with 
producing graphics and more game- 
play items. Having made this 
momentous decision. I've cut all ties 
in the game with the original 32- 
colour background graphics and con- 
verted one set of them to seven, with 
Mark [the graphic artist) converting 
and redrawing where necessary. Had 
some fun organising the ground 
bombs so that if they miss the 
■A top playfield they (all some 
F^B more and will detect the back 



playfield, if any, and blow up or drift 
off. 

Jason has added a new tune for 
the inside-ship bit; and managed to 
save 60K or so by resampling some 
of his instruments. That gives us 
buckets more space to put better 
speech in. and a better lead instru- 
ment for the title tune. He still 
doesn't seem keen on the stereo 
Rickenbacker bass sample, though. 
Can't think why! 

Thursday 22nd October 

Tried to get the dreadnought to 
melt away today so as the reactors 
are destroyed, the ship breaks up. 
The robot then has to steer clear of 
the spreading hole or die. Spent all 
afternoon chasing a nasty bug 
caused by the process of updating 
the background. Still haven't nailed 




it. Every time I put in a test to see if 
something is getting corrupted, the 
bug just happens anyway so I'm not 
on the right track yet. 

Friday 23rd October 

Tried a number of methods of melt- 
ing the ship, all of which use hor- 
rendous quantities of CPU time and 
so cause glitches all over the place. 
The last method I've tried gives me 
most time, but only the top layer of 
the ship melts at the moment. I've 
just written the routines to hit the 
other layer but I've had enough for 
today. 

Monday 26th October 

Experimented with ways to melt the 
background layer of the dread- 
nought before giving up. All the co- 
ordinate systems were getting tan- 



gled up and it was taking up much 
too much time. As all the blocks 
melt, each one spreads onto four 
bordering ones which quickly gen- 
erates a lot of melting explosions 
Doing this on two levels would have 
looked pretty, I'm sure, but would 
also give the processor a seizure 
Settled for one layer melting and the 
other brightening up and then dark 
ening. 

Tuesday 27th October 

Mark has nearly finished work on 
the background character sets that 
were in 32 colours. He has added 
loads more detail to them to make 
up for the lack of colour. It does look 
good now, and with most of the 
sprites now redone we can get on 
with producing some new graphics. 
Jason wanted to add a new facil- 




(Above) The simultaneous two- 
player option is still in operation, 
with the highest scoring player 
from each level controlling the 
game's scroll, with the other ship 
having to keep up as best It can. 



ity to the sound routine to allow us 
lo temporarily stop a tune, play 
another, and then restart the old one 
from where it left off. That allows us 
to play a very short pause tune 
before the sound stops, and then 
restart the tune when you un-pause. 
Also it can be used to play a 'big boss 
theme' when fighting the big meany. 

Wednesday 28th October 

One minute it's hot. the next it's 
cold. Must be some Fire & Ice some- 
where. 

Thursday 29th October 

Lifted all the old ship attack patterns 
and waves from the C64 version and 
dropped them into the Amiga code. 
They took a gratuitous amount of 
chopping about on the editor as I 
now define these things in a slight- 
ly more civilised manner. I can now 
gauge the game's difficulty a bit bet- 
ter by seeing how long people last 



(Right) The latest, all singing, all- 
dancing, 32-colour dreadnought in 
action. The game now features a 
scrolling radar display showing your 
position over the giant ship. 



when playing it. Actually, it's a bit 
grim at the moment. 

Friday 30th October 

Rationalised the attack waves to 
remove unnecessary ones that don't 
need to be there with the new sys- 
tem. Also fixed the chasing patterns 
as the new chaser ships are a bit 
smarter but need to be coaxed along 
a bit more. Everything from the orig- 
inal can be done, but with bells and 



whistles and plenty more options to 
boot. 

I want to build a small map dis- 
play into the control panel to give 
the player a bit more look-ahead. If I 
use the hardware sprite software 
that I used in Fire & Ice then I should 
be able to take over the sprite DMA 
channels at the bottom of the game 
screen and get them to display a 




scrolling three-colour contour map. 

Monday 2nd November 

The small map needs the following 
tasks to be done: 

(1) Translate the large blocks in the 
map into single coloured pixels by 
examining the heights. 

(2) Place all of these pixels into hard- 
ware sprite images. 

(3) Cut a hole in the display panel for 
the map. 

(4) Get the copper list setup routine 
to work out which part of the map 
to show and display the appropriate 
hardware sprites. 

(5) Draw a new panel display with a 
cut-out in the middle to show the 
map through. 

I blanked out the panel temporar- 
ily so I could see where the sprites 
were. There's no point in getting the 
calculator out and trying to figure 
out where the sprites are going, just 
get in there and throw some figures 
at it. As long as you have a fair 
chance of seeing where things are, 
you can move them a bit at a time 
until you get it right. 

Tuesday 3rd November 

Managed to throw away a few hours 
work when I restored a file from a 
backup because I'd made a total 
botch-up of it. I hadn't done a back- 
up quite as recently as I had hoped 
so I lost some of the more recent 
updates to the world data. 

Brought in a pitch-shifter pedal 
for Jason to create some more 
speech with. Now- that I've freed up 
some more memory we can spend 
some more on the sound, and Jason 
doesn't have to worry about his 
voice being heard because that pedal 
is quite amazing. You, too, can be 
Darth Vader. 

Wednesday 4th November 

Not a great day for the history 
books. Just about everything that 
could go wrong did. It knows I'm in 
a hurry. The mapper can't produce 
four-colour output so I had to refor- 
mat its character set. The map was in 
the wrong position so I had to move 
that over. Then the FAX machine ran 
out of paper just as I wanted to send 
one long distance. 

Thursday 5th November 

Paid a flying visit to Paris to see how 
the French put on a computer show. 
Congratulations to Sensible Software 
for Soccer getting the Tilt Best Com- 
puter Sports Game award. 

Monday 9th November 

Went to a another computer show at 
the week-end. I'm not allowed to 
mention which one as Renegade 
didn't have a stand there. Got Urid- 
ium 2 running on an Amiga 
4000. No incompatibility prob 
lems yet. 






(Above and right) The new dread- 
noughts are becoming more surreal 
and Giger-esque by the minute - 
notice the skeletal motif here. The 
game also now boasts a funky in- 
game track and loading screen 
music inspired by the famous C64 
work of Martin Galway. 
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from a freelance artist. Stephen 
Rushbrook, who is doing what 
should become the first fleet. The 
style is more along the lines of the 
original C64 but much better. We 
managed to put the graphics into 
the game after a struggle with the 
packer, which crashed repeatedly, 
and the mapper that steadfastly 
refused to produce anything remote- 
ly related to the correct output. 

Tuesday 10th November 

Defined all the destructible tumps of 
the new deck and all the Uridimine 
launch ports. This highlighted two 
new problems. For one thing, too 
many destructible* in one locale tend 
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to cause the machine to have a 
seizure when they all blow at once. 
That isn't actually too bad as it just 
appears as camera shake, which I 
simulated in software anyway. The 
other problem is that the Uridimines 
get generated and left behind a lit- 
tle too easily. We've got to give the 
bad guys a chance, haven't we? 

Tidied up quite a few routines 
that had been pretending that they 
were working (these computers will 
try anything to sneak a bug through 
customs) and put in three new 
bonus blocks to give the player 
points or an extra ship pod for 
destroying a full wave of fighters. 




Thursday 12th November 

Put in some new bad guys. There's a 
slow flying meany which I did call a 
helicopter until some bright spark 
pointed out that they wouldn't work 
in space. Everyone's a smart alec. 
This helicopter-type thing gets lift- 
ed up from its hangar below-deck 
and lifts off to chase after the play- 
er. 

Mark wanted the parallax layer to 
not parallax on his latest ship design. 
There's no pleasing some people. In 
not-parallaxing mode ('cos I'd 
already considered this possibility, 
being a smart kinda programmer) I 
had set it up to run the three-colour 
layer over the seven-colour one to 
act as overhead gantries or some 
such. Needless to say, this wasn't 
good enough as he wanted the 
three-colour layer below. A quick 
wave of the magic keyboard and we 
now have TOTAL flexibility. 

Monday 16th November 

Graeme paid us a visit from Rene- 
gade. He's not tremendously keen on 

Because the dreadnought maps are 
far more sprawling than the original 
C64's, it's tougher for Andrew to plot 
where the enemy attack waves 
should appear. It's this part of the 
game that Is taking much of the 
tweaking time • if the enemy appear 
too close to the player's ship the 
game becomes too difficult, if they 
appear too far away then the game 
becomes too easy. 



the seven-colour graphics and sine* 
Mark is hinting that he'll go on strike 
if he has only seven colours to pi*? 
with then we have a big problem 
Most of the screenshots I've take' 
fail to impress as they are limited if 
colour. It's only when you see the 
game moving that it looks great. 

Tuesday 17th November 

Since the dual-playfield version n 
losing support rapidly I'm going tc 
return to the 32-colour version. I've 
neglected that for a few weeks nov. 
and I've been finding bugs in the 
dual-playfield one which will still be 
waiting to be discovered again. This 
is a great memory test. Also I've 
been improving the gameplay over 
all and will have to redo all the 
improvements that I've made. I had 
to go through the whole lot file by 
file. I loaded up both versions and 
paged through them simultaneous 
ly. U you switch the editor quickly 
from one version to the other and 
back then the differences show up 
like an elephant in a very small ga< 
den indeed. Then I just had to decide 
whether that difference was because 
of the two playfields. in which case 
I don't want it. or because it's an 
improvement. About three hour* 
later and I got it all linked together 

Wednesday 18th November 

Mark is now battling with a nev. 
palette for his 32-colour versions o* 
all the ship graphics. This is fun. 

Thursday 19th November 

Well. Mark's new palette is a rea 
bundle of laughs. I can't do a thing 
with it. No black, nine browns 
(which I can't tell apart from the 
greens) and they're all over the 
place. He seems able to draw with 
it. I guess that's what they mean by 
job security. No one else can use the 
palette. This makes life a bit difficult 
for my 3D block font • I suppose I'M 
have to do a new one. 

Friday 20th November 

As diary delivery date approaches, 
have to figure out what I can rea- 
sonably put into this month's demo 
disk to take to EMAP towers. All the 
sound and music is just about sort- 
ed, it's just the graphics that are cur- 
rently in limbo. 

Mr. Rushbrook has been working 
on an animated intro sequence. No- 
one could accuse him of being any- 
thing less than ambitious. 



NEXT 
MONTH! 

More of the 
same, of course. 
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"Oh, I wish it could be Christmas every day-ay-ay-a-y.... When the bells are ringing and 
the band begins to play-ay-ay-ay... Ooh-ooh-ooh! Oh f I wish it could be Christmas every 
day-ay-ay-ay.... When the bells.... ring out... for Christ-mas!" 

Christmas Is, of course. The One's favourite time of the year r so you'll forgive us if our 
heads seemed a little in the clouds this issue as we get into the festive spirit. Peace on 
Earth and goodwill towards men and all that. Now, to matters in hand. If you're after 
sneak previews of the best of 1993, you'll find the definitive previews in the first half of 
the mag. If r however, you're more impatient and want to know what games will be 
appearing more imminently, this is the place to be where, as usual, we reveal the games 
coming your way over the next month or so. In the meantime, have a very jolly one. 




B-17 PLYING 
FORTRESS 

MicroProse 



The Amiga has been notably short of quality flight 
simulations of late, but if all goes well and Micro- 
prose has anything to do with it, 1 993 should turn 
out to be a much better year for the genre than the last. 
With ATAC due In January and Harrier Assault nearer the 
Summer, sandwiched firmly between the two is B-17 Fly- 
ing Fortress, a sim based around the huge ten-man 
'Memphis Belle' bombers that flattened much of Ger- 
many during World War II. Naturally. MicroProse's game 
sets you the same task over a series of perilous missions. 

Because of the sheer size of the aircraft. B-17 Flying 
Fortress is as much an exercise in man management as 
flight simulation, with a crew that needs to be constantly 
juggled and attended to to get the best out of the 
plane's many gun turrets, bomb bays, flight and navi- 
gation stations. As captain of the plane, the player can 
leave his crew to look after their own jobs automatically, or take over 
and control each station himself. Missions involve flying from RAF bases 
in England to clobber Nazi targets in Germany and France. The main part 
of the each mission is the actual bombing of the primary and secondary 
targets, but the journeys there and back entail plenty of dogfighting 
against the swarming Luftwaffe. 



As is fast becoming the fashion, there's also a strategy element invc 
ing mission selection and planning - you know the sort of thing. How- 
ever, It's the atmospheric 3D action that has already made the game a 
big. big hit with PC games players earlier this year. Converted to the 
Amiga by MicroProse Leeds from the PC original, B-17 Flying Fortress 
is due out in March. 
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COMBAT AIR PATROL 

Psygnosis 

Yes indeed, 1993 is going to be a MUCH better year lor flight simu- 
lations, with something on the horizon for everybody by all 
accounts. While MicroProse and Domark will be offering plenty of 
heavyweight fodder for .those who like their simulations as technical as 
possible. Psygnosis is planning to cater more for the trigger-happy gung- 
ho market with Combat Air Patrol, a somewhat simpler affair in the vein 
of user-friendly combat classics like F/A-18 Interceptor and Thunderhawk. 

Set during the Gulf conflict (still a popular scenario, it seems), CAP puts 
the player in control of an F-14 Tomcat (the one Tom Cruise flies) or the 
sleeker F-18 Hornet 
over a series of mis- 
sions that combine to 
make one big Desert 
Storm-style campaign. 
Missions are flown 
from dusty air bases or 
aircraft carriers against 
Iraqi land, sea and air 
targets. The play area, 
spanning over one-mil- 
lion square miles, is an 
accurate reconstruction 
of the Gulf battle- 
ground, the idea being 
that the REAL action 
takes place down 

below, where the surface forces are engaged. The game has a strategy sec- 
tion where the player commands the Allied forces, with the success or fail- 
ure of the missions you fly influencing the outcome of the ground war. 

The actual flight-based action is expected to be fairly by the book, and 
should hold no surprises for those familiar with games like Interceptor and 
Jetfighter. The emphasis is placed more on dexterity and skill in dog- 
fighting and bombing runs than having to remember thousands of way- 
points and key controls. But the fact that it's more accessible than many 
flight sims isn't to say it's simpler - players will be expected to master 
inflight refuelling, instrument landings and a serial link so Amiga owners 
can play head-to-head. Combat Air Patrol is expected to touch down Jan- 
uary/February at £27.99. 





ARABIAN 
NIGHTS 

Krisalis 



Platform games are still the order of the day, 
it would seem, and while most of us 
patiently await the arrival of Krisalis' much- 
vaunted (and delayed) Soccer Kid, the company 
has thoughtfully provided something to tide us 
over in the meantime. Originally titled Sinbad Jnr, 
Arabian Nights is. as you might expect, full of 
eastern promise and platforms. The story, which 
sounds just a little bit too much like Prince of Per- 



sia for our liking, casts you as a peasant boy 
imprisoned by the Caliph who must escape and 
save the princess from the Evil Vizier. The job 
involves escaping from the Caliph'* dungeon via 
ancient tunnels under the city, then running and 
leaping through fifteen levels towards the Vizier's 
Black Castle, where the final confrontation and 
all that guff awaits. 

Cute and colourful to the last, Arabian Nights 
is a platformer in the solid tradition of games like 
Switchblade. Titus the Fox and The Addams Fam- 
ily. Though much of what goes on is based 
around leaping from platform to platform and 
battling with swarthy guards, there's an arcade 
adventure element too, where the young Sinbad 
(for want of a better name) trades and interacts 



a£f. qtr. m o?r. *r 
if. qer. »: 





with the locals to gain the objects and info he 
needs. The ubiquitous guardians come in the 
form of four Ojinnis (whatever they may be - 
answers on a postcard, please) representing the 
elemental forces of Earth, Wind, Fire and Water. 
Defeat this little lot. make it over forest and rocks, 
an ocean, waterfall, volcano and desert, then van- 
quish the Vizier himself, and you might just live 
happily ever after. At least until Soccer Kid 
arrives, anyway. Priced at £2S.99. Arabian 
Nights is due out at the end of February. 
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FATAL STROKES 

I.C.E. 




ot from the success of their debut release Fireforce, International 
Computer Entertainment (or I.C.E. lor short) is coming on strong 
in the new year with a bevvy of titles, not least of which being a 
rather odd little arcade number by the name of Fatal Strokes. 

The game has reputely been inspired by the works of three famous 
artists, including Heironymous Bosch, the impressionist George Seurat and 
a famous surrealist whose name escapes us for the moment. The painting 
styles of the trio of dead old masters have been replicated in the game's 
graphical look, with each of the three levels based on one particular style, 
so expect a fair amount of floppy clocks and general bizarreness in the 
surreal world, for example. The story (such as it is) goes that you've bought 
a set of magic paintbrushes that have whisked you into the famous daubs, 
and now you've got to get out. What follows is an unpredictale mix of plat- 
form game and arcade adventure as you run around inside the painted 
worlds, avoiding the obligatory bad guys and collecting and mixing dif- 
ferent coloured paints to produce weird power-up effects. 

I.C.E claims that Fatal Strokes is the sort of game that the famous 
painters featured might have come up with, had computers been around 
in their day and age. You 
can take that with a pinch 
of salt, of course, but what- 
ever the game's artistic pre- 
tensions, it has the makings 
of a fine arcade bash. It's 
due out in the shops within 
a couple of months and 
there's a review in the next 
issue of The One. Can't 




DARKSEED 

Cyberd reams 



Anew player has emerged on the American adventure scene, hop 
ing to rival the likes of Lucasfilm and Westwood with the first o* 
a series of dark and brooding sci-fi odysseys. Already a big hM 
on the PC and now almost complete on the Amiga, Darkseed has bee<- 
inspired by the art of MR Giger. the oddball Swiss illustrator whose bizarre 
creations and designs have been used in movies like Alien and Poltergeist 
II. Giger himself has had a hand in the conceptual look of the game so I 
nothing else it promises to be nothing short of unique graphically. 

The game casts the player as science-fiction author Mike Dawson who's 
just bought a Victorian house somewhere in suburban California. But Daw 
son discovers he got more than he paid for when the house turns out to 
be the gateway into a sinister alien universe! The game's setting flickv 
back and forward between the real world of modern day California (if yoi. 
can call that real) and the Giger-designed alien world, which not surpris 
ingly is very Alien-esque with no end of bony, biomechanical architecture 
Using the now-familiar polnt-and-click graphical interface used by just 
about everyone these days, Darkseed is going to have a tough time going 
up against games like Monkey Island 2, Lure of the Temptress and Legeno 
of Kyrandia. From 
what we've seen so 
far. the game's 
impressive interlaced 
graphics are some of 
the best seen in an 
Amiga-based adven- 
ture. Whether or not 
the game is up to 
the same standard is 
something you'll 
have to wait until 
next month to find 
out for yourselves. 






AMIGA PERIPHERALS 



GREAT 
VALLEY 
PRODUCTS 



QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

S*ca Systems are pleased to present GVP range 
ol potctieraS. GVP are tno world's largest third party 
manutacfixer a penpherats lor the Amiga range and 
havo a reputation for h>gh specification, quality 
products The company was tounded only four years 
ago by a man who knows about the Amiga. 
Ccrnnrrtofo s e»-Vico PrcsOont of TochnoOgy. He, 
along wan a team of Amga experts inctjrjrg other ox- 
Con- woore stall. un3erstand Ihe adfl-on retirements 
of Amiga owners better than anyone Not only do 
GVP provide penpherats that Amiga owners want, 
they aBo offer peace of mind. w*> a 2 year warranty 
on the products they manufacture So. if you are 
(oolong lor the very best m peripherals l« your Amga 
computer loo* no further than GVP 



FREE BROCHURE 

RETURN THE COUPON FOR YOUR COPY 



GVP* HD8- ha-d drive ana A530 hnrd aive w<cr> *QMH? accelerate* represent 
the highest quality Amga 500 penpneraU. at very aHoroacee price* Ead 
^corporate* a 'asi action hard drive. RAM ««pan*on capabetry custom 
Vi 51 chip am FaaaSTBOM SCSI driver, lor urtaalapJe pettornwico , 
The HD6* hard drive offers up to BMb ot slandaro k wOvC s * s 

internal Fan RAM expansion and the 
A530 Cwnrxi up to 8Mb ol 32 -bit wide .i 
last RAM expansion Both 'eature a \ » 
5CS< controUer, which support* up to 
6 additional devices, and an 
AuiobooiGamB cut-oft swetn Both 
are available m 80. 120 and 213MB 
hard drrve veratomt 

In addition, the AS30 Combo zooms 
Iho Amiga torwa'd with an 030 
accelerator, running at a blistering 
40MHz True enaOWt your Amiga 500 
lo run at an mcradoe 12 I MIPS, taster 
than an Amiga 30O Mo otic product n 
the world compeies ai Iho features found m 
Ihe ASM CombQi f, phjg.*, pc emulator «#on 
shown below, a available lor 
Iho MM. and AS 30 Combo 
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ACCELERATOR 



PC EMULATOR 

PLUG-IN OPTION FOR HD8. & ASM 




■ 16MH; 90286 processor 

• 267 Maths Co -Processor socket 

• SI2K of PC RAM plus Ihe use of Amiga RAM 

• Supports Hercules. CGA EGA/VGA 
(monochrome) and T3100 video modes 

• Runs MS-DOS 13 2 and upwards) plus 
thousands of other PC programs 

Tho powerful 286 emulator module amply ptigs into 
the •mn-sior of tho GVP MOB< or ASM (without 
n. ,i .,■ ■( ,ir,! V i ii r.v '- .. <■ •' ■ 

Amga ft resources and albas 
you to run PC and Amiga pro 
grams at the same time, grvng 
vru rrx>cornpuiers n one. 
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HARD DRIVES & ACCELERATORS 



PRICES FROM: 



£349 



tOOEt 



HARD DRIVE 



A530 COMBO 



40rvtb 80Mb 120Mb 213r.ii, 



£349 £449 £529 £699 



- £849 £929 £1099 



FOR ALL AMIGAS 
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SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT DELIVERY: C**> all lianTfton) file's trapped <" If* UK TMirtand 

• TECHNICAL SUPPORT HELPLINE: To,im qI terJincat o«p*ru at your se^ice 

• PRICE HATCH: We normally maicn competitors on a 'Same product - Same price' Oaara 

• ESTABLISHED '4 YEARS: Proven trick recoro ft proletMnal computer u'es 

• CIS tULUOH TURNOVER (wnhMitnfl) Send. reliatM and protitaDii 

• BUSINESS * EDUCATION • GOVERNMENT: Vctfumt oKOunti aviditt^e Ml -306 068B 

• SHOWROOMS Oemonttranon and tra^mg taciiitio* at our London & Sacup Dranches 

• THE FULL STOCK RANGE: All ol your roqwremanls Iron one suppiei 

• free CATALOGUES W0enwM\ow*™oHwt'*i*l**'ea<VoG'<>ne™<Kl&& 
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RECOMMENDED 

Christmas is nearly upon us (unless you happen to be reading this after the 
25th of December, in which case you've already had it r mate) and it's time 
to get your present list off to Santa at the North Pole. But it's tough know- 
ing which games to ask for r isn't it? Which is why our Recommended section 
is so darn handy. Contained herein are all the top titles released over the 
last six months or so which we at The One consider to be essential ele- 
ments of every true gamer's software collection. If you ain't got these, then 
you should be well and truly ashamed of yourself... 



The Addams Family 



Publisher 
issue Reviewed 
Memory 
Price 



Ocean 
June 1992 
51 2K 
£25.99 



90°/c 



Guide Gomez across tonnes ol massive levels In an 
effort to rescue the rest of his family In one of the finest 
platform romps to appear on the Amiga so far. Bundles 
of secret rooms, devious (raps and fluid pi ay ability 
make this film tie-in a must buy lor all avid fans of the 
platformlng genre. 

Archer Maclean s Pool 




Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
October 1992 
512K 
£25.99 



90°/c 



When Jimmy White s Whirlwind Snooker was first 
released, the public lapped it up in droves. Archer has 
used the same game engine to produce a game which 
Is arguably better than Snooker due to the fact thai 
Pool is a more accessible and oasler lo play sport. If 
you missed out on JWWS then you d better pot this un. 



Assassin 

Publisher 
Issue Reviewed 
Memory 
Price 



Team 17 
November 1992 
1Mb 



92% 



Assassin is a Strtder-based arcade shoot em-up which 
blows the rest of Ihe rest ol the 'coble allompts clean 
out ol the water. With peffect control, live massive 
levels, gorgeous graphics, Inspiring sonics... Need we 
go on? Assassin should be in everybody's software 
collection, now! 



Black Crypt 

Publisher 
Issue Reviewed 
Memory 
Price 



Electronic Arts 
March 1992 
1Mb 
£25.99 



92% 



9 



A highly-successful attempt to Up into the market 
pioneered by Dungeon Master and Eye of the 

Beholder. Although ostensibly not too different to 
what s gone before, Black Crypt succeeds 
because of the intense atmosphere it generates 
with Its effective use of 3D. 



84°/e 




80% 



90% 
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The Aquatic Games 



81% 




Publisher 



Millennium 




Issue Reviewed October 1 992 
Memory S12K 
Price C25.99 

Although this type of waggle your sticks soon game 
wen I out with Noah, The Aquatic Games Injects new 
ife into the old dog by Introducing a number of 
unusual events. Packed full of cartoony visuals and 
aided by a bouncy soundtrack, the AG s should 
entertain most owners with a sense ol humour. 



Ashes of Empire 



Publisher 



Mirage 




Issue Reviewed June 1992 
Memory 1Mb 
Price £29.99 

From the team that brought you Midwinters 1 and 2 
comes this, another 3D strategy game In a very similar 
style. Supposedly based In a pseudo- Eastern Europe, 
lis the player's task lo bring peace and harmony lo the 
world via trading and the occasional bit of combat. 
Boasts stunning fractal generated 30 landscapes- 

Beast 3 

Publisher Psygnosis 
ssue Reviewed September 1992 
Memory 1Mb 
Price £29.99 

Whilst Ihe first two Beast games were lovely to look at 
but crappy to play, Beast 3 show exactly how it should 
have been done. It s still dreamy to watch but 
underneath the visuals there* a rlghl slonker ol a 
game. The cleverly designed pu&rles and frantic non- 
stop action should keep most entertained lor weeks. 



Civilization 



Publisher 



Microprose 



Issue Reviewed August 1 992 
Memory 1Mb 
Price E29.99 

Sid Meter does It again • and you thought ho couldnl 
beat Railroad Tycoon! Your (ob? Evolve your populace 
up from the Stone Age lo the 20th Century and 
beyond. The strain of the port from PC to Amiga shows 
sometimes in the disk accessing, bul the involving 
strategic gameplay more than compensates. 
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Crazy Cars 3 

Publisher 
Issue Reviewed 
Memory 
Prke 



90% 



Titus 

August 1992 
51 2K 
£25.99 



89% 



D/Generation 



Another series ol games where the third proved to be 
the best ot the bunch. Forget the previous two, or 
most other sprite-based racers • this game is one ol 
the contenders tor the racing trophy. It scrolls, plays 
and moves so well that you d be a fool lo let this one 
overt. ike you. 



Dune 

Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
June 1992 
1Mb 
£29.99 




90°/ 



Based on (he classic David Lynch movie, in Dune its 
your |ob to harvest the Sptco while battling the evil 
Martionnens on the surface ot the arid desert world 
ftrrakls- Dont be tooled by the graphic adventure-lsh 
graphics ■ this Is a thinking man's game, albeit one 
blessed with easy accessibility and superb payability. 

Eye of the Beholder 2 





Publisher 
Issue Reviewed 
Memory 
Price 



US Gold 
May 1992 
1Mb 
£25.99 



87% 



92% 



It 3D role playing adventures aie your thing then you 
can do no better than Beholder 2. Although it doesnt 
really improve over the original, It's still a huge and 
awe-insplrtng game which will take some time lo 
complete lis looking slightly dated when compared 
to the flashy RPGs that are now appearing. 

Fireforce 



Publisher 
Issue Reviewed 
Memory 
Price 



ICE 

October 1 992 
51 2K 
£25.99 



90% 



Yet another Wast from the past, Flretorce has 
distinctly Green Berol origins. Who cares where il 
comes Irom when (he end product is this good? 
Violence and more violence (with some distinctly 
realistic throat- slitting* make this horizontally sciollei 
a game which you should hide horn your granny. 

Indiana Jones 4 (Arcade) 

Publisher US Gold 

Issue Reviewed May 1992 

Memory 1Mb 

Price £25.99 

Although Indy hasnt tared too well in the arcade game 
dept up till now. this isomelrlc-3D arcade adventure 
more than rectifies the matter. Its blend ot puzzles 
and action is just right (even though the control can 
be a little tiddly in places) and should keep any tan ol 
The Man with the Hat more than happy. 



LJ 



87% 



Publisher 



Mind scape 



Issue Reviewed July 1992 
Memory 51 2K 

Price £19.99 

A throwback to the old days when isometric games 
ruled the waves, D'Geneiatkm hides its slwming 
gameplay underneath some alright graphics. An 
arcade adventure in us purest form, immensely 
suspenseful and cheap as well, you should seriously 
think again it this Isn1 in your disk boa. 



Dynablaster 



Publisher 
Issue Reviewed 
Memory 
Price 



UbisoO 
March 1992 
512K 
£25.99 



Although the single-player mode may not Inspire much 
praise (it's okay, we suppose). Ihe two-player (or even 
FIVE playor mode) will cost you months once you 
begin lo play it. The mosl cowardly gameplay tactics 
are called lor (plant a bomb and loggiU will have you 
cursing even your mum should you challenge her. 

Fire and Ice 



Publisher 



Renegade 






Jaguar XJ220 



Issue Reviewed May 1992 
Memory 51 2 K 

Price £25.99 

Another superb console-type platform game which 
shows that the Amiga can do il just as well as those 
tiddly cartridge machines. Guide Cool Coyote around 
the many levels In an effort lo defeat the evil Wizard in 
his desert domain. With unique gameplay elements 
and terrific payability you'll miss this one at your peril. 

Hoi 

Publisher Hollyware - 

Issue Reviewed August 1992 

Memory 512K 

Price £25,99 

A super-cute platform jobby lhat constantly 

astounds, Hoi is a surprise star on the Amiga. 

Help the saur through five bloody huge levels in 

one of the most smoothly playable games yet. 

With real gameplay variation this looks set to 

become a timeless wonder. 

Ishar 

Publisher Sllmarils 
Issue Reviewed £25.99 
Memory 612K 
Price £25.99 

We may disagree with the Fienchies over trivial Utile 
things like Maastricht, But youve got to admit they 
know how lo write damn tine RPGs, Although the firsl- 
person 3D system Is a bit like every other you ve seen 
(although prettier than mosl), the eicellenl plots more 
than compensate for any sense ol de(a vu. 

The Legend of Kyrandia 



Publisher 
Issue Reviewed 
Memory 
Price 



Core Oeslgn 
June 1992 
1Mb 
£25.99 



Publisher 



Virgin Games 



II seems like the World and his wile is doing some 
sort ol licensed car racing game these days, but 
Core's effort manages to pull away from the pack quite 
elegantly thanks to some Impressively-last 30 and an 
eicellent easy-to-use track designer (which in our 
estimation is far bettor than Lotus 3 s RECS anyday). 





Issue Reviewed November 1992 
Memory 1Mb 
Price £29.99 

A graphic adventure in the Monkey Island 2 model. As 
Brandon, your only chance ol resuscitating your 
turned-to-stone Grandad If by defeating the mad 
(ester Malcolm (the best villain to have appeared In 
an Amiga game yet), lots of truly go*geous 
graphics and an inspired player Interlace. 



< 



0 



RECOMMENDED 



Legends of Valour 



Publisher 
Issue Reviewed 
Memory 
Price 



US Gold 
December 1992 
1Mb 
£25.99 



92% 



LoV uHi an amazing graphics engine lo generate the 
mosl realistic 3D environment you ever seen! It gives 
you total freedom of movement in the fantasy 
game world and makes this one of the most 
atmospheric RPGs yet! Destined to bo hailed a classic 
In years lo come, youd be foolish to miss it. 

Lure of the Temptress 



Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
July 1992 
1Mb 
£25.99 



An impressive debut by Revolution, an English based 
programming team. Lure improves over the standard 
graphical adventure by way ol its real character 
interaction. The non-playing characters all go about 
then own business, chatting to to each other and the 
like, making this Ihe closest game to real life yet. 



Monkey Island 2 



Publisher 
Issue Reviewed 
Memory 
Price 



US Gold 
July 1992 
1Mb 
£37.99 



What else is there left to say? The game to end all 
graphical adventures with genuine humour and 
gorgeous hand-painted graphics improves in every 
way over the original (a task to itself). The dish 
accessing Is a trifle too much but the overall package 
is one of the besl you II ever see on the Amiga. 



Pinball Dreams 



Publisher 
Issue Reviewed 
Memory 
Price 



2 1st Century 
April 1992 
S12K 
£25.99 





907( 



94% 




89% 




Arguably Ihe best of the Pinbalt duo. Dreams is a 
masterpiece in programming. The ball movement Is so 
real Ihat you'll be soon wondering why anybody 
bothers lo play Ihe real thing. Four tables may not 
sound like much but in a game with no end there Is 
endless amounts of gamo-llme lo be found here. 




Putty 

Publisher System 3 

Issue Reviewed October 1992 

Memory 1Mb 

Price £25.99 

A high-flyer in Ihe charts and deservedly so. Putty is 
one of the mosl original games, let alone platform 
games, to have appealed in a long time. As a tiny little 
blue blob, Ihe player has to slip, stretch and absorb 
his way around umpteen gaudy levels, rescuing robots 
horn an evil wizards minions. Try it - yooll like it! 

Sensible Soccer VI. 1 



87% 




Publisher 
Issue Reviewed 
Memory 
Price 



Renegade 
June 1992 
512K 
£25.99 



93% 



Hera at The One we dont care what you OR your 
males say - Sensisoccer kicks seven belts out of Kick 
Off 2. Instinctive control and out-and-out 

)addicttveness make it a joy to play, and the 
improved goalies in this revised version have 
produced a game lhals near flawless! 




RECOMMENDED 



0 



Space Crusade 



Publisher 
Issue Reviewed 
Memory 
Price 



Gremlin 
April 1992 
S13K 
£25.99 



89°/c 



Space Crusade Is actually one board game that 
deserved lo be computerised It removes all the fiddly 
moving plastK figures about business that made the 
cardboard version a chore to play. The Isometric 
combat sections add to the already tense atmosphere 
and make this game a highly enjoyable experience. 

Troddlers 




87% 



Titus the Fox 



Publisher 



Titus 



■ 



' I'IMI 



Issue Reviewed April 1992 
Memory 512K 
Price £25.99 

Another platform game with Sonic overtones that 
certainly hits the mark, Titus Is a huge and original 
game with somo unique features (the Magic Carpel in 
particular* Eitremely fast and furious, although the 
size of the levels is offset by Ihe occasional paucity of 
baddies actually patrolling fhem. 



Publisher 
Issue Reviewed 
Memory 
Price 



Storm 

October 1992 

5I2K 

£25.99 



85% 



91% 



Ultima VI 



■aaa H 



A puzzle game which Is firmly Lemmings influenced. 
Troddlers adds lo the DMA classic by introducing a 
number of different levol objective*. It anything It 
owes a little more to Solomen s Key than lommings 
with its emphasis on block manipulation as a means 
to guiding the Troddlers to the level exit. 



• ~ 8:-?.—. 



rait are 

■ I 1 1 a»JT*H 




Publisher 
Issue Reviewed 
Memory 
Price 



Origin 
June 1992 

1Mb 
£31.99 



The latest (and possibly Ihe last, on Amiga at least) in 
Ihe long line of quality RPGs. Ultima VI is by far the 
best of the series, boasting attractive if diminutive 
graphics, incredibly Involved plollines and buckets of 
atmosphere. Not everybodys cup of tea but an 
impressive farewell (?) to say the least. 



Vroom 

Publisher 
Issue Reviewed 
Memory 
Price 



Lankhor 
April 1992 
512K 
£19.99 



89% 



87% 



Wing Commander 



Publisher 



Origin 



Sadly overlooked in the hoo-har over FlGP. Vroom 
(which came oul a little earlier than the MtcroProso 
game) is an exciting polygon-based racer that makes 
up for what it lacks in depth with a nlfly turn of speed 
and huge fun factor. And a nice touch is you can even 
see your hands turning the steering wheel (or once. 

Wizkid 

Publisher Ocean 

Issue Reviewed June 1992 

Memory 51 2K 

Price £25.99 

Without a doubt Ihe best game that Ocean has 
released In a long while, Wizkid also happens to be 
its mast original (all thanks fo those crazy funsters at 
Sensible Software). On the surface it looks like a 
simple Breakout- inspired arcade game, but there is in 
fact a wacky arcade adventure lurking beneath. Fun! 




m 



Issue Reviewed November 1992 
Memory 1 Mb 

Price £29.99 

It's the PC -to- Amiga conversion no-one thought we'd 
ever see, but here it is and it s not half bad. It s got 
everything ihe PC version had and is thus |ust as 
(mpressive. Although the 3D can be sluggish at imes, 
the superb feeling of actually taking part in a big space 
campaign pulls you through the occasional lulls. 



92% 



87% 



Zool 



Publisher 



Gremlin 



JJ 




Issue Reviewed October 1992 
Memory 1 Mb 

Price £25.99 

Gremlin certainly cooked up a character to rtval even 
Mario and Sonic In this tribute to Ihe sad consoles. 
Fast, furious and manic in every way, Zool It a 
statemenf to Industry thai Ihe Amiga can perform as 
well as the plastic slabs - and better! There s nothing 
like Zool to impress your mates. 



COMPETITION 

Its time for the usual end-of-Recommendeds compo and there are ten copies of top-notch 
software already locked away in The One's vaults waiting to be given away to ten readers 
who can fathom the answers to the following little posers... 

(1) Name the three games which are new to this month s Recommended section. 

(2) Now name the three games that have been kicked out to make space for them. 



Answers on a postcard or back of a sealed envelope to the following address: 
Recommended Compo 2, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 
3AU. And remember, it s the first ten we receive which'll win a software prize! 



You'll probably be feeling a bit flabby after the Christmas excesses, so 

what better way to start shaping up for Spring than by buying next 
month's issue of The One? There won't be any seven-day diets, hip-n'- 
thigh exercise plans or anything like that r but what there will be are 
some tip-top features and reviews that should exercise your mind, if 

not your body... 

COMMODORE SPEAKS! 

1993 is going to be a crucial year for the Amiga. Can the A600 hold its 
own against the onslaught from the consoles? Will the A1200 fulfil its 
potential to be the home computer of the 90s? We talk to Kelly Sumner, 
managing director of Commodore UK, and ask him about his hope and 

fears for the coming year. 

LOOK OUT VALOUR! 

Ambermoon, the sequel to Thalion's top RPC Amberstar, is coining. It 

boasts 3D routines like you've never seen and threatens to blow 
Legends of Valour out of the water. In an EXCLUSIVE Work In Progress 

we take the wraps of this potential smash! 

ENTERING THE CYBERZONE! 

For the past year or so Empire has been working on an astounding 3D 
polygon-based RPC set in a virtual world created by a massive 
computer. Called Cyberspace, it's looking hot r hot, HOT! And guess 
who's got the hot EXCLUSIVE first-look...? 

REVIEWS! REVIEWS! REVIEWS! 

As always there will loads of absolutely red-hot reviews. However, 
since it seems that the games we quote here as definites for turning up 
don't, I won't bother to mention such games as The Chaos Engine 
(again), Gunship 2000 (again). Desert Strike (again) or Dragon's Lair 3 

(new boy!). 



THE ONE 

February Issue on sale January 28th 
Get it - it's the best New Year's Resolution you could make! 



Who Can Save Civilization 
From The Most Destructive 

Force On Earth? 

A few thousand years 
ago, 'Atlantis sank to 
the ocean floor. With it 
sank the secret of the 
most destructive force 
oh earth. But the Nazis 
have rediscovered the 
tost Kingdom, and 
they'll soon have a 
bomb which can end 
World War II in fifteen 
( minutes. Unless 
Indiana Jones gets in 
their way. . 

• Control two 
characters - Indv 
*' p • himself and his 
capable sidekick 
Sophia. 

• Whips, weapons, 
'fistfights, sampling 
, .. ana puzzles. 

• Dazzling 3D 
isometric worjd - 
click from one camera 
' angle to the next. 

# Awesome animation, 
music and sound 
effects. 



• 9 lavishly - detailed 
action-packed 
locations.. 

Available on: 
Amstrad, C64 Cassette 
& Disk, Spectrum, 
Cassette, Atari ST, 
Amiga & PC and 
Compatibles. 



Lucas Arts 



Lucasfilm Games 
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The ACTION game with much, much, more 
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